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“Draw it again, Sam...” is a practical graphics 
program for the Macintosh. Rich in features yet easy 
% touse, “Draw it again, Sam...” is a valuable addition to 
99 your toolbox of Macintosh graphics packages. Features like 
See libraries and layers make imaginative and precise illustrations 
possible, even for users with little artistic ability. 
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You can store up to 250 images in a library, whether draw- 

ings, paintings, or text. These images are instantly available | 
just click on the icon and click on the screen. Or select the | 
image by name from a menu. You can import images from 
clip-art libraries or make your own. And you can create as 
many libraries as you want. If your work involves using the 
same set of graphic images again and again, our libraries are 
just what you need. 

Fine point pen 

Create the usual drawing objects, of course. Then have a 
free hand in editing arcs. Use parallel lines to create tables i 
and grids. Choose between ten polygon smoothing levels. 
Double-click on any object to see that object's characteristics 
and to modify them. Use grids, mouse coordinates, eleven 
zoom levels, and user-settable rulers to manipulate objects 
with precision. Create a drawing area as large as you want. 
Use QuickDraw color, patterns, and transfer modes to create 
a wide variety of special effects. | 





Imagine a set of ten transparent drawing pages, one on top 
of the next. Drawing on one layer does not affect any of the 
others, so you can overlay detail precisely upon detail. Use 
standard backgrounds, since you can save each layer as a 
separate file, if you wish. Make spot color separations, 
because you can print each layer (color) separately, while 
guaranteeing alignment with our registration marks. Easily 
change work areas from layer to layer; paste or transfer 
objects between layers. 
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Create one large paint object, or many individual small 

paint objects. Place paint objects behind or in front of draw 

objects or other paint objects. Use transfer modes, patterns, 

and colors to create special effects with these combinations. ) 
Create your own paint brushes and spray can shapes by | 
selecting library items of any arbitrary shape. Get true ran- 
dom distribution from our spray can, which offers three flow 
rates and several feathering patterns for fine touches. The 
paint bucket has adjustable fill intensity, to create muted fill 
patterns. Best of all, switch from draw to paint and back 
again without any bother. The computer creates and extends 
the oe as you paint. 


“Draw it again, Sam...” runs on the following computers: Macintosh 
512 Enhanced, Macintosh Plus, Macintosh SE, and Macintosh II. 
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CHAPTER |: THE BASICS 


This chapter covers some of the basic material that you need to 
know to work effectively with Draw it again, Sam... Most of this 
information deals with matters common to many Macintosh pro- 
grams. Much of the information is available in your Macintosh 


user’s manual, but we have found that such manuals are rarely read 


from cover to cover. And the most common problems that users 
have with programs like Draw it again, Sam... are problems in 
understanding the fundamentals of the Macintosh interface. 


If you are an experienced and knowledgeable user of the Mac and 
Macintosh graphics programs, you may choose to skip this chapter. 
On the other hand, we do go over here some basic and important 
concepts and terms that many users have a mistaken idea about or 
don’t really understand. 


STARTING THE PROGRAM 


As with most Macintosh programs, you can start Draw it again, 
Sam... by double-clicking on the program icon or by double- 
clicking on the icon of a file in Draw it again, Sam... format. 
Because we intend to update and improve the program at regular 
intervals, you should make sure you have only the latest copy of 
the program on your disk. Otherwise, by clicking on an existing 
file icon, you might unintentionally end up in an old version of the 
program. 


You can tell what version you have in two ways. The start-up 
screen for the program contains the version number. In addition, 
you can always select the Draw it again, Sam... command under 
the apple menu after the program is running. This also contains 
version information. 
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HOW FILES ARE STORED 


It is important to understand the difference between memory and 
storage on your Macintosh. The memory in your computer is 
where a temporary copy of your file is kept while you are working 
on it. Some form of storage, such as a diskette or a hard disk, is 
the place where the file is written when you save it. After you 
have saved a file for the first time (or opened an already existing 
file), you always have two versions of the file: the temporary one 
in memory and the saved version on the disk. 


You should have a clear conceptual picture of what you are doing 
with files. Any work you do on a new file is simply scratch work 
until you save it for the first time. Any work you do between saves 
can easily be lost if the system crashes or the program fails. It is 
therefore, a good idea to save often as you work. On the other 
hand, if certain changes you have made do not work out as 

| planned, it is good to know that you can close the file without 

| saving and re-open it to revert to the last save. 
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THE HIERARCHICAL FILE SYSTEM (HFS) 


Files in the Macintosh system are arranged in accordance with the 
hierarchical file system (HFS). You must understand the way this 
works in order to find your files and to save them where you want 
to have them saved. 


At the top of the file hierarchy are drives. These drives are the pe 

hard disk and diskette drives attached to your Mac. The actual ertuiede eee eee 
disks that are on drives are called volumes. For the most part, oe House i Front Elevation 
each hard disk drive has a single volume associated with it. On seston Boer f » Front 2 


the other hand, a diskette drive can have any number of volumes 
associated with it—namely, the diskette currently in the drive. 
You can change volumes on a diskette drive by ejecting the 
current diskette and installing a new one. 


Under each volume can occur a number of files or folders. The 
folders are simply containers, each of which can in turn hold more 
files and/or more folders. There is no practical limit, except for the 
capacity of your disk, to the number of files and folders that can 
occur in one volume. There is also no real limit to the depth to 
which the hierarchy of folders can go. 


Files not in the same folder can have the same name. There- 
fore, you could have a file called “Temp” under a folder called 
“Graphics” and another called “Temp” under a folder named 
“Things to Do’. Identical names cannot, however, occur at the 
same level. So you cannot have both a file and a folder entitled 
“Example” directly under the volume “Sam”. The Macintosh 
file system makes sure that you cannot accidentally cause this 
to happen. 


FILE DIALOG BOXES 


It is critical that you understand the use of file dialog boxes. There 
are basically two kinds: Open and Save. The Open dialogs ask 
you to search for a file that you wish to open. In many cases, only 
the files of the type you can open with this application are visible. 
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Added to these are the names of any folders under the current one. 
With Save dialogs, you are asked to name the file you are saving 
and to place it on a specific folder. The names of all files in the 
current folder are shown, though in gray. These are names that 
you normally cannot select for your file. 


] Sam Folder 
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Each file dialog box contains a list box with the name of the rele- 
vant files and folders in the current folder. The name of the current 
folder (or volume) is displayed above the list box. You can open 
and save in that folder, but you may want to move around the file 
system to other folders. 


To go “higher” in the file hierarchy, click and hold the current 
folder name. You can drag up to get to a higher spot in the file 
system for that volume. 


To go “lower” in the file hierarchy, click on a folder name in the 
list, indicated by a folder icon. There may be folders contained 
within that folder, and you can go as deep in the system as there 
are more folders to find. 


By a combination of going up and down, you can reach any 
available folder on the current volume. To change to another 
drive, click the Drive button in the dialog box. If it is a diskette 
drive, click on the Eject button if you want to install some other 
disk (volume). 


You can open or save a Draw it again, Sam... drawing file in its 
proprietary format (D.I.A.S.) or in PICT format. PICT format is 
useful for transferring images between programs, as it is a com- 
mon Macintosh standard. Be aware that interpretations of PICT 
differ, and that you may lose something in the translation. Most 
notably, all differences between layers are lost when you save 
Draw it again, Sam... files in PICT format. 


You can also open MacDraw and MacPaint format files directly 
into Draw it again, Sam... 


CHAPTER I: THE BASICS 


mae ts 

D Floor Plan 
D Floor Plan 2 
© Old Files 


D Org. Chart 
0 Poster 
D Test 










coJasmine * 
D Floor Plan 


D Floor Plan 2 
(5 Old Files 






(9 Old Files 


File Type 


(@) D.1.A.S. ©) PICT 





ee i a 


es SE ak PF ATA 


a 


CHAPTER I: THE BASICS 


Delete 


SPECIAL KEYS 


Certain keys have special meaning on the Macintosh keyboard. 
You are probably already familiar with most of them. 


The command key is indicated with the clover symbol. You use 
this key in combination with one or more other keys. For example, 
in Draw it again, Sam..., the keyboard equivalent for the Select 
All command under the Edit menu is Command-A. To issue this 
command, hold the Command key down then press the A key. It 
is critical that you are holding down the Command key before and 
while you press the A key. 


The Option key functions much like the Command key. 
Generally you hold down the Option key while pressing some 
other key or performing some task with the mouse. Occasionally 
the Command and Option keys are held at the same time. Like- 
wise, the Shift key and either the Command or Option keys are 
sometimes held in combination. 


The Backspace or (as it appears on some Macintosh keyboards) 
the Delete key usually functions in two ways. In text editing 
mode, it acts as a simple backspace, wiping out the previous 
character, Carriage Return, or Tab. When you are working with 
objects, and have one or more selected, the Backspace/Delete key 
functions like the Clear command under the Edit menu. This key 
causes the selected object(s) to be erased. 


The Enter or Return keys can be used instead of any selection 
button in a dialog box that has a double line around it. It usually 
indicates the standard choice in a dialog box. 


The cursor arrow keys (not present on all Macintosh 


keyboards) have a special use in this program—moving 
objects small distances. This function is explained in 


the chapter on object manipulation. 
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USING SUBMENUS AND POP-UP MENUS 








arrowhead next to an item on the menu. The technique for using 
submenus can take a little getting used to. Simply drag sideways 
off the main menu at the point where you want the submenu. The 
submenu will appear, and you can make your choice by dragging 
to the item you want to select, then releasing the mouse. 





Style >| 10 point 
Justification >|v12 point 
Mode 14 point 
Color 18 point 
a% point 
36 point 

Custom 

















A similar procedure works with pop-up menus. The current setting 
of an attribute is visible on each button. Click on the button for the 
list of choices, then drag to a new one. The new choice is then 
reflected on the button. 





WINDOWS 


In Draw it again, Sam..., open files are each located in an 
individual window. You treat these windows as you do in other 
Macintosh programs. You can resize them to fit several on the 
screen side-by-side, using the resizing box. You can also move 
them around the screen. Finally, you can close windows by 
clicking in the close box. Doing this is equivalent to using the 
Close command. 
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Kind: System document 
Size: 4,692,920 bytes, 4,584K on disk 


Where: Jasmine, Direct Drive ®, SCSI 





Created: Tue, Apr 14, 1987 1:00 PM 
Modified: Wed, Jan 27, 1988 9:10 AM 


Macintosh System File Version 4.1 


You can have as many drawing files open at one time as you wish, 
until you run out of memory. Each file is contained in one win- 
dow. You can save an extra copy of a work in progress by using 
the Save As command. Doing this allows you to save a work in 
progress under another name. 


Saving your file is a necessity in the Macintosh environment. The | 
Macintosh (and Draw it again, Sam...) always prompt you about 
saving files that you close. | 


VERSIONS 


The Get Info command under the File menu while you are on the 
desk top returns information about the versions and other charac- 
teristics of the files and programs you are working with. 


It is critical that you understand about the System and Finder files 
you are working with. The System file is the Apple-supplied file : 
that contains the software that operates the computer. The Finder 
file is the Apple-supplied file that gives you access to the files on 
your disk. Draw it again, Sam... is supported only by System file 
versions higher than 4.1, with which you must use a Finder of the 
version 5.5 or later. Likewise, up-to-date versions of the device 
driver files (LaserWriter, LaserPrep, ImageWriter, and AppleTalk), 
depending on which of these devices you will be using, are critical 
for proper functioning of your program. 


It is a mistake to assume that everything must be all right with 
your system, unless you have installed and inspected the system 
files yourself. The System, Finder, and driver files provided with 
this release of the program are sufficient for using the product. On 


=a 
a= 


Finder lmageWriter LaserWriter Laser Prep 








the other hand, if you are installing the program on another disk or 


on a hard disk, there is a chance that the latest system files are not 
installed. Check to see that the following files are installed in 
your system folder: 


Latest as of release 


System 4.2 
Finder 6.0 
LaserWriter 5.1 
Laser Prep _ 5.1 
ImageWriter 2.6 
AppleTalk ae 


If you boot off a floppy disk containing another application, take 
note of the System version. Many users have diskettes in their 
collections that contain System version 1.1! If you do boot off a 
diskette, it is a good idea to create a dedicated disk with all the 
latest files kept currently. Keeping current requires work. 


Another serious system problem can occur if you have more than 
one System file installed anywhere on your disk. Use the Find 
File DA to see if you have multiple System files installed. 


MULTIFINDER 


Draw it again, Sam... has been designed to work with Apple’s 
MultiFinder™. Sufficient memory, if available, will be allocated 
to the program if you load it under MultiFinder. 
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OBJECTS AND BIT-MAPS 


Draw it again, Sam... incorporates two kinds of graphic represen- 
tations, each of which behaves in a different way. In this program, 
you can work either with bit-maps or with objects. In Macintosh 
terminology, bit-maps are associated with “Paint” type programs 
like MacPaint™ while objects are associated with “Draw” type 
programs like MacDraw™. 


“SS, 
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Bit-maps are graphic images that are created dot by dot. The reso- 
lution of the Macintosh screen is measured in the number of dots 
per inch, seventy-two. Each dot, or pixel, is a little square that can 
be displayed in one of two states, on or off, filled or blank. Your 
Macintosh has in its memory a “map” of the status of each of those 
individual pixels on the screen. Bit-maps are described in terms 
of which of these pixels are “on” and which of them are “off”. 
With the reasonably high resolution of the Macintosh screen, it 

is possible to create very detailed bit-maps. 





With object-oriented graphics, what you create is not a set of 
distinct points on the screen but rather a set of objects. These 
objects are defined in terms of their size, shape, location, pattern, 
color, and so forth. As a result, the information for an object can 
usually be stored in a much smaller amount of memory than the 
bitmap representation. Objects may look like bit-maps on the 
screen, but they do not behave like them. Each individual object 
on the screen can be modified, moved, or deleted, without affect- 
ing any other object. On the other hand, the bits marked on and 
off in typical bit-map programs, like MacPaint, are treated as indi- 
viduals. If one “shape” is placed over another, any bits covered 
over tend to disappear or be forgotten. 
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In Draw it again, Sam... you can move from a Painting (bit-map) 
mode to a Drawing (object) mode easily and simply. 
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PRINTING BIT-MAPS 


Draw it again, Sam... is basically an object-oriented program 

that also allows you to create, import, and manipulate bit-mapped 
objects. Each of these objects is described internally as a bit-map, 
and can be modified and extended as such. Within the program as 
a whole, these bit-maps act like a distinct kind of object, and can 
be manipulated in nearly every way as objects are. See the chapter 
on Painting to get an idea of how they fit in to this object-oriented 
program. 


One major difference between bit-maps and objects is device 
dependence. Because bit-maps are closely tied in with a 72 dots 
per inch (dpi) screen display and a 72 dpi printer (the Image- 
Writer), problems can occur when you try to adapt to a printer 
with a different resolution. Bit-maps printed on the LaserWriter, 
for example, can look jagged and out of proportion. This occurs 
because the 300 dpi resolution of the LaserWriter, though close, 
is not exactly proportional to the 72 dpi screen. (By the way, one 
trick for improving the look of bit-maps on the LaserWriter is 
reducing the print size to 94 percent in the Print dialog box.) 


Objects, on the other hand, are described by formulas. They can 
be drawn and printed to the resolution of the output device. No 
adjustment is need for printing a drawing object on printers of 


either 72- or 300-dpi resolution, or any other supported resolution. Ee 


SELECTING AND DE-SELECTING OBJECTS 


We assume that every Macintosh user knows how to click, double- 
click, and drag. These terms are fully discussed in your Macintosh 
user’s manuals, and it is unlikely that you could even open the pro- 
eram itself without that much basic knowledge. The subject of 
selecting and deselecting objects, however, is a little more special- 
ized in the context of a graphics program, and is therefore covered 
here in more detail. 


To select any object on the drawing pad, all you have to do is click 
on it. Once selected, a set of four selection handles appear around 





LasertMriter Page Setup 
Peper: @ US Letter On4 Letter 
O US Legal BSL 





CHAPTER I: THE BASICS 11 


Object 
=e line 
= S 
Bitmapped 
line 






Object line, 
fully zoomed in 






Bit-mapped line, 
fully zoomed in 


Red 
entrge:_[94 |% 





va ae 
Reduce or 7 
enterge: [94 ]* 
Printer Effect 
&} Font Substitution? 
& Smoothing? 
(0 Faster Bitmap Printing? 


oO 


etter 






CHAPTER I: THE BASICS 


the object. (Some objects, like straight lines, show only two 
se selection handles.) These are normally in the form of little 
Selection black boxes positioned around the edge of the bounding box, 
handles the rectangle that defines the area in which the object is located. 
The selection handles may be white (reverse video) if they appear 
against a dark background. 


Before many of the menu commands can be executed, you must 
first select an object or objects. For example, the Flip Horizontal 
command acts on whatever object or objects are currently selected. 
Generally, the selected object remains selected after any operation 
you perform on it. 


You can select multiple objects by holding down the Shift key and 
clicking on a number of objects in any sequence. Another way of 
selecting single or multiple objects is with the selection marquee. 
The way to use this is to click at some point other than on an 
object, then drag. A flashing dotted rectangle (the “marquee’’) 
appears, and you can drag it so as to completely surround one or 
more objects. When you release the mouse, any objects fully 
within the area defined by the marquee are selected. This tech- 

Ke nique is especially useful for small or hard-to-select items. Draw 
it again, Sam... also allows you to select objects that are behind 
other objects. If you hold down the Option key while selecting 
objects with the marquee, you can make your initial click any- 
where, without accidentally selecting any objects you may click 
on. You can therefore drag the marquee in any direction to select 
any objects that are before or behind other objects. This makes it 
possible to select even the most difficult-to-grab objects, such as 
those buried behind other ones. Holding the Option key also 
makes the marquee appear in reverse video, white on black, where 
appropriate. This allows you to see the exact placement of the 
marquee even on solid black backgrounds. There is also a tool for 
multiple-layer selection of objects—see the description in the 
chapter on Layers later in this manual. 





The opposite process is deselecting objects. You may want to 
deselect an object if, for example, you have accidently selected 
objects that you do not wish to modify or include in a command. 
You can deselect all objects currently selected by clicking some- 
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where else, either at an empty spot or on another object. You can 
also deselect individual objects in a collection of objects by Shift- 
clicking on the specific object to be deselected. 


The Select All command in the Edit menu allows you to select all 
objects on the drawing pad, including text blocks and bit-maps. If 
you have to select a great number of objects, sometimes it is easier 
to use the Select All command, then deselect the objects you do 
not wish to choose. 


Be aware that after certain operations, most notably pasting, all the Duplicate 
pasted objects are selected. If you want to manipulate one of those Paste to Layer... 
objects you have to deselect all the others one by one, or deselect Send to Layer... 


them all and re-select the specific object you want to deal with. | 
Select All 





Setup Layers... 


Selecting and deselecting a range of text is a specialized task 
discussed in the chapter on Text later in this manual. There is a 
distinction between selecting a text block, which acts pretty much 
like any object, and a range of text, which has its own special 
properties. 


# ® 
Text selection, 
selection, Text selection, 





Text selection 


Likewise, the selection of parts of bit-maps using the lasso and 
bit-map marquee is discussed is the Painting chapter. While bit- 
maps as a whole can be selected when you are in Drawing mode, 
and generally act like objects, parts of bit-maps can only be 
selected in the painting mode. 
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LaserWriter 


—————1 
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Image Writer 


PRINTING 


QuickDraw™ is the name of Apple’s proprietary graphics inter— 
face for the Macintosh. PostScript™ is a language developed by 
Adobe for managing laser printers like the Apple LaserWriter™. 
In general, QuickDraw and PostScript are compatible, so that what 
you see on the screen is reflected in output from the LaserWriter. 
One major exception is in the area of transfer modes. 


Transfer modes are discussed in later chapters of the manual. In 
brief, they are the way in which objects in the front interact with 
objects behind them. QuickDraw offers a number of special ef- 
fects that can be used with sharp results on the ImageWriter™, on 
various color printers that support QuickDraw, and on those laser 
printers that are not PostScript-oriented. However, many of the 
effects of using these modes are lost on the LaserWriter. 


One trick for preserving the modes you set on the screen is cutting 
objects to the clipboard, then pasting them back in painting mode. 
The transfer modes are preserved and will print, though with the 
resolution of bit-maps. 


PRINTER PROBLEMS 


The majority of printer problems come not from the applications 
but from simple errors. Make sure that the physical connection 
between your Macintosh and the printer (or AppleTalk) is secure. 
Even if the printer worked last time, it’s surprising how often the 
problem is simply a loose cable connection on either end. 


Naturally, make sure that the printer is ready to print. Consult 
your printer manual if you are not sure how, but it is important 

that you check that the printer is operational and is ready to receive 
output. Make sure there is paper ready to print, as well. Check the 
Chooser, too, to make sure that you really have the printer you 
want chosen. The Chooser will inform you if the printer is avail- 
able and if AppleTalk is operational. : 
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Make sure that the versions of System, Finder, printer driver, and 
Gif used) AppleTalk are current version, as listed above. Trouble 
can happen with the LaserWriter in particular if different versions 
of the LaserWriter driver and AppleTalk are on different nodes of 
the network. And be careful that both LaserPrep and the Laser- 
Writer driver are in your System folder. 


If everything else checks out, try printing again. Watch the 
screen carefully for printing error messages, which often dis- 
appear quickly after they are displayed. Some printer problems 
are transient and can be remedied by switching the printer off, 
then powering it back up after a few moments. 


A NOTE ABOUT COLOR 


Draw it again, Sam... supports the eight standard QuickDraw 
colors. You can set any object (including bit-map objects and 
text) to a specific color, though these colors are visible only on 
a Macintosh II with color monitor. 


A range of new color printing devices are becoming available 

for the Macintosh, including impact, ink jet, and thermal printers. 
The drivers, the software that governs these printers, vary widely 
in terms of results. You will have to experiment to see both the 
value of the colors and the effect of printing modes on the various 
printers available. 














CHAPTER Il: THE WORK AREA 


The environment in which you do your work in Draw it again, 
Sam... is called the drawing pad. It is important to familiarize 
yourself with the elements of the work area and the ways in which 
you can modify it before you start work on the program. 


@ File Edit Lib ary Objects Options Text _Frame Fill 


= palette 
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As this picture shows, there are four basic regions of the draw area. 
These include: 


¢ The Menu Bar, from which you access standard 
menu commands 


¢ The Tool Palette, which contains the tools for drawing or 
painting objects, depending on what mode you are in 
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“Keep Tool 


3K 


¢ The Library Area, which starts off empty 


e The Drawing Area, which is a visible part of the 
Drawing Pad 


THE MENU BAR 


@ File Edit Library Objects Options Text Frame Fill 


As in most Macintosh programs, the menu bar extends across 

the top of the screen. The same menu bar appears in both Drawing 
and Painting modes. You drag down menus from the bar to select 
commands. 


As usual, some menu items toggle a software switch on and off. 
Once selected, things will be done in a certain way until toggled 
back. An example is the Show/Hide Rulers command. 


Some toggled menu items, like the Keep Tool command, have 

a check mark next to them if they are active, and no check mark 

if they are inactive. To change them to the opposite setting, you 
can select a check menu item again. These toggled menu items set 
up the current working environment and its conditions. You can 
choose to accept the default settings, or customize the environment 
for your preferences. 


Other menu commands have to be addressed each time you want 
to assign a new category to a new object. The characteristics you 
set affect subsequently created objects. For example, choosing a 
text font under the Text menu affects any text you enter after- 
wards. Likewise, setting the fill pattern for one object sets the 
fill for any object you later create. 


The functions of the commands in the menus are discussed 
throughout the manual and, in summary, in Appendix A. 
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THE LIBRARY AREA 
This area is blank if no library is currently open. If you open a Ba qu le pp 


library, the library area displays icons representing the images 

contained in the library. You can scroll up and down in the library 

area by using the scroll arrows; you may need to, since a library 

can contain up to 250 items. You can click in the library area to 

select a library item, then click in the drawing pad to place it on ~ 
your drawing The use of the library is fully discussed in the 

Libraries chapter in this manual. 


ME TOOL PALETTE 


The tool palette remains in the bottom left-hand corner of the 
screen. You select tools by clicking on them. You can change 
from drawing to painting mode by clicking on the draw icon 
(T-square) at the left end of the palette. Similarly, you can ae 
switch back to drawing mode by clicking on the paint icon ? 
(Brush) in the same place. Moving from one mode to another 

is as simple as a single click. A somewhat different set of tools 
appears for each mode. 










‘SSS RIRAS 
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The tool palette looks different, depending on whether you are 
in paint mode or draw mode in the program. Certain tools = 
are available in both modes. Some look the same, but have A ICO lle A ha 


i 





different effects. For example, the rectangle tool in drawing 
mode creates resizable objects, while the rectangle tool in the 
painting mode creates bit-maps. 


The specific operation of the tools is discussed primarily in the 
chapter on Creating Objects (for the drawing Tools) and the chap- 
ter on Painting (for the painting tools). 
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KEEPING TOOLS 


Draw it again, Sam... gives you the option of working with 

tools in two different ways. The Keep Tool command under the 
Options menu is in effect by default. That means that once you 
select any tool, it remains in use until you select another. In this 
way, you can work on a series of rectangles, for example, without 
having to reselect the rectangle tool every time. 


On the other hand, many users prefer to work in the way that many 
Macintosh programs work, that is, that the pointer tool is selected 
after each operation with another tool is completed. This enables 
you to move or resize any object immediately after creating it. The 
choice between these two modes of operation is controlled by the 
Keep Tool command, allowing you to customize your working 
environment to your requirements. 


THE DRAWING AREA 


The main focus of activity on the screen is the drawing area. 

The drawing area is an area which takes up the central section of 
the screen. It is the area in which your work is actually executed. 
It represents the whole of the actual drawing pad or a portion, 
depending on the zoom level and the defined size of the drawing 
pad itself. The drawing area is the imaginary piece of paper on 
which you are working. 


Measured in Screen Width is 
© Points Screen Height is 
C) Picas 

@) Inches Pad Height is 
C) Centimeters Pad Width is 
© Engineering Inches 








THE SIZE OF THE DRAWING PAD 


The size of the drawing pad is the default page size chosen when 
the document is opened. In most cases this is the standard A sized, 
8 1/2 x 11 drawing area. You can also set the size of the drawing 
pad by using the Change Pad Size command under the File menu. 
In that command, a dialog box appears, showing the current di- 
mensions of the screen along with the dimensions of the current 
pad size. You can change the horizontal or vertical size of the 
drawing pad to any dimensions you wish. 


Measured in 

©) Points 

© Picas 

@ Inches 

©) Centimeters 

© Engineering Inches 


Screen Width is 
Screen Height is 


Pad Height is 
Pad Width is 


The theoretical maximum page size supported is an area greater 
than thirty feet high by thirty feet wide. In practice, this means 
that you can make your page as large as you need it to be. A useful 
trick for the LaserWriter is to create an area four times as large as 
the normal page size, then print at 25% reduction. This allows for 
very smooth bitmaps, as well as very fine line widths. 


If the area of the drawing pad is greater than the area of the current 
page size, more than one page will be created. These pages are 
denoted on the screen by the finely dotted lines. You can toggle 
this feature off by using the Show Page Line box under the Set 
Grids command. Note that the effective size of LaserWriter pages 
does not run to the edge of the paper; figure on a 1/4 inch margin 
in all directions. As a result, the true printing area for the Laser- 
Writer is only 8 by 10 1/2 inches on standard A size (8 1/2" x 11") 
page. This limitation is reflected in the page division if a Laser- 
Writer is the chosen printer. 
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You can use the Page Setup command under the File menu to 
choose alternate page sizes or landscape orientation. These vari- 
ations also are reflected in the page display in the drawing pad. 


If you make the Drawing Pad size smaller after you begin working 
with it, the objects you create outside the new drawing pad borders 
cannot be reached and do not print. They are not lost, however. 

If you make the drawing pad large enough to include the “lost” 
objects again, they can be regained. 


You scroll in the drawing area using the standard Macintosh scroll 
bars. You can scroll both horizontally and vertically in the work 
area. The hand tool is also available (the Grabber) when you are in 
paint mode. You can only move within a surface as large as the 
defined pad size. 








OPENING MULTIPLE DRAWINGS 


You can open any number of files, creating for each a different 
drawing pad. Each window is placed on top of the other but you 
can reshape them and arrange them by using the standard zoom 
box and resize boxes on the windows. You can copy work from 
one open file to another, or compare two different work areas. 





The only restriction on the number of windows you can open is 
based on the limitations of memory on your machine and the size 
(complexity) of the files that you create. 


Note that any setting, from drawing pad size to grid, is set for the 
current window only. Each new window created starts with the 
default size, scale, and grid values. Changes in one window are 
not carried over to any other window. 








| 
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SHOWING GRIDS 


By default, grids show on the drawing pad. Grids are imaginary, 
non-printing dotted lines that are used to show regular intervals 

on the screen to help you in placing and aligning objects within 

the drawing pad. The default grids are spaced at 10 point intervals, 
both horizontal and vertical, approximately one seventh of an inch 
apart. 
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Using the Set Grids command, you can change the intervals 
between grids to any measure that you think suitable for your 
work, using the scale of your choice (as specified in the Change 
Pad Size command). Many users prefer to work in inches rather 
than points. 





You can set your own intervals for grids, to decide where you want 

the grid lines to move to. Use the Set Grids command to change 

the predefined intervals. You can set the interval either tighter 

(for very precise work) or wider (especially useful if you are Grid H Size Points 
zoomed further out and want to establish relations only between 

large objects). 


You can toggle the display of the grids on and off with the Show See ee 
Grids check box. You may find grids distracting and want to get Grid Size a — [ro Jroints 
rid of them while you work or display your work. If you are Cisean Bett 

zoomed far out, especially, you may want to hide the grids, as they tonne 





take some time to redraw on the screen. (After you zoom out 
twice from the drawing, they disappear automatically.) You are 
less likely to want to suppress page markers, but a check box 
allows you to do so. 


You can also snap to the grids when creating or moving objects. [.] Snap To Grid H 
The Set Grids command allows you to snap to either X or Y C] Snap To Grid ¥ 
grids, or to both. Snapping to the X grid causes any newly created : 

object to be aligned with the X grid closest to it. In the same way, EJ Show Grids 
selecting Snap to Y Grid assures that all newly created objects —<] Show Page Line 
are aligned to it. If both snaps are selected, the top left corner of 

any new object’s bounding area is placed at an intersection of Y 

and X axes. 
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HOW SNAP TO GRIDS WORKS 


Basically, snapping to grids only occurs to objects that are created 
and placed after you set the Snap To options on. This means that 
the positions of any previously placed objects are unaffected by the 
option. 


If Snap To is active, newly created objects can be placed only in 
line with the grid intervals. You cannot, for example set an object 
one pixel to the right of the grid line. Note that in the case of 
shapes like ovals, the important dimensions are those of the bound- 
ing rectangle in which the shape is contained, which must line up 
with the grids. The advantage of this situation is that you are 
guaranteed that all newly created objects will line up exactly along 
the grids. 


For objects that exist before Snap to is set, if you move them you 
can only do so in increments of the grid factor, even if they do not 
line up on their edges with their grids. As a result, a rectangle that 
has been previously set four pixels from the grid lines can be 
moved to a similar position relative to other grid lines. 


Snapping to grids does not effect your work while you are in the 
painting mode. However, if you have bit-map objects in the your 
drawing, moving these objects is subject to the grid snaps. The 
bounding area of a paint object can only be moved in multiples of 
the grid setting. 








SETTING RULERS 


Rulers are useful for allowing you to do more precise measure- 
ments and alignments. By default no rulers show. You must use 
the Setup Rulers to modify them and Show Rulers command to 
display them. 


As with the pad size measures, you are allowed to choose between 
a variety of scales. Remember that the measure of centimeters is 
necessarily inexact on the Macintosh, since it is point- and inch- 
oriented. Engineering inches are regular inches, but measured in 
tenths, not eighths. 


Screen Widthis 792 
Screen Heightis 612 


Points 
Points 


Rulers are in 
@ Points 


C) Picas 
© Inches 


Screen Top is | 
© Centimeters Screen Left is Loe 


© Engineering Inches 


To display the rulers that you have 
designated, use the Show Rulers 
command. Rulers are shown at the 
top and left side of the screen, in 
the units you have specified. They 
magnify as you zoom in. 
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While setting the top lefthand corner of the screen at x coordinates 
0,0 is the usual way of doing things, you may have reasons for 
doing otherwise. You can place positive numbers greater than 
zero, if that fits your purposes, in the dialog box. 








' Reference 


. lines 





Once rulers are shown, note that the current position of the cursor 
is traced along the rulers. You can reference the rulers, both hori- 
zontal and vertical to get a fix on the position of your cursor or 
some object you are moving or modifying. 











ZOOMING 


Normally you draw and paint on the screen in an exact representa- 
tion of the scale at which you will print. In other words, an inch 
on the screen is equivalent to an inch on the printer. While nota 
perfect representation of how the printed output looks, this repre- 
sentation gives you a pretty close idea of the eventual output. 


For closer work and finer detail, you may well want to zoom in. 
You can do this at any time by using the Zoom In command from 
the Options menu. A box appears, which you can move with the 
mouse to define the area you want to zoom in to. Clicking causes 
the actual zoom to take place. Each time you zoom in, you double 
the magnification of the screen. You can do finer and finer work 
the further you zoom in, down to a pixel,-by-pixel level, both in 
painting and drawing. You can zoom in five times, a 32 times 


magnification. 
8 dv ibet bette es ee eda 
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28 
Tes On the other hand, you may want to get a wider view of the draw- 
ing, to get an idea of how it looks as a whole. The Zoom Out 
Zoom Out = command allows you to get an image which covers twice the area 
Shrink to Fit ® of the current one. You can zoom out up to five times from the 
Actual Size normal view, thus viewing an image 32 times reduced. As you 


zoom out, you can see the marks that divide individual pages in 


ee large drawings. The grid lines disappear at 4 times actual size. 


Mouse Window 3M 
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Single Paint Object 


Set Grids... : 
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The Actual Size command allows you to go to the standard one- 
to-one view at any time. The Shrink to Fit command gives you a 
view of the whole drawing, whatever zoom out that takes. In 
combination, these four commands let you view the drawing from 
any vantage point you desire. 


MOUSE WINDOW 


The mouse window allows you to track the exact position of 
the mouse at any time, both in absolute and relative terms. For 
drawing that requires absolute precision, the mouse window is 
indispensable. 


tithe Sat 
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A, +121.00-32.00 
-76.00 
+125.16 





The mouse window is not normally displayed. Use the Mouse 
Window command under the Options menu to display it. As it is 
a window, you can click on it and drag it anywhere on the screen 
you want. It is of course, necessary that it not cover up the object 
you are working on. 





H Vv 
By) +361.00+124.00 
Hl 2 +71.00 +68.00 
sei Soe + +290.00+56.00 
: : +93.31 
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The mouse window contains a dynamic table of four values in 
two columns. The H column indicates the horizontal positions 
and the V column indicates the vertical values. The row values 
are indicated by symbols. The units displayed are based on the 
current ruler scale (points by default). They can be either positive 
or negative. 


] +282.00+71.00 The mouse symbol indicator indicates the current position of the 
mouse. This value is updated as you move the mouse. The value 
gives the offset from the origin, the upper left hand corner of the 
drawing. Normally that point has a value of 0,0 unless you have 
changed it. 


7 DL FO Bs ~ 


/, +15.00 +10.00 The delta symbol signifies the offset from the last place you 
clicked. This is updated constantly as you move the mouse. 


+ +267.00461.00 The click symbol indicates the exact coordinate position of the 
last time you clicked the mouse button. This is updated each 
time you click. 7 


mG +15.02 The diagonal symbol shows the diagonal distance between the 
current point and the last click. The diagonal is the exact distance 
between the two click points. A single value, it is displayed under 
the H and V column. . 


| 
| 
: 
| 
| 
| 
| 
| 
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WHAT ARE OBJECTS? 


For an object-oriented drawing program like Draw it again, 
Sam..., each object is a distinctly defined set of attributes. In 

other words, every object is stored as a set of instructions for 

both displaying on the screen and printing on the page. Those 
instructions can be changed by the user in many ways to cause 

a new redrawing and a new definition of the object. Redrawing 
may be partial or complete. You can force a redrawing by pressing 
the Command key and the current layer number. 


A basic set of drawing objects is provided through the standard 
drawing tools: they include Rectangle, Ellipse, Circle, Square, 
Polygon, Freeform, Line, Constrained Line, Parallel Lines, and 
Arc. Once created, other entities such as text and bit-maps behave 
like objects as well. While these two special cases—text and bit- 
maps—are treated in their own chapters, many of the principles 
for manipulating objects covered in the next chapter apply to them 
as well. 


OBJECT CHARACTERISTICS 


The standard drawing objects each have a set of characteristics that 
can be defined and redefined as many times as you want. These 
characteristics are common to all the drawing objects. 


FILL AND FRAME 


Objects are defined basically in two categories, the fill and 

the frame. The frame is the outline, or the border, of the object. 
The fill is the area inside the object itself. The fill and the frame 
for each object have possibly distinct characteristics that can be set 
independently. 
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an 1 
Color 





Certain objects have no fill—a line and a constrained line. 
Certain objects have a fill area not completely surrounded by a 
frame, including arcs, open freeforms, and open polygons. The 
exact placement of the fill area for these object types is discussed 
individually later in this chapter. 


Fill pattern Fill mode 





| 23 A SH eo 
=| 1°] EE 


Frame pattern 


—— Line thickness 





Frame mode 


Current fill and frame characteristics are displayed in tool palette. 
These include the patterns and modes for frame and fill. The 
modes are: O, opaque; C, clear; E, erase; and I, invert. The current 
line thickness is displayed as well. 


PATTERN 


Both fill and frame can have a pattern. Draw it Again Sam... 
offers a choice of 65 pattern types. Any of these patterns can be 
assigned to either the fill or the frame. The default frame pattern 
is solid (black). This produces solid, uninterrupted and distinct 
outline borders for objects. The default fill for objects is also 
solid (black). 


The currently selected fill pattern is indicated at the top right hand 
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comer of the pattern submenu. Likewise, the current frame pattern | 


is displayed at the top left corner of the submenu. If that area is 
white, then opaque white is selected as a pattern. 


At any time during your session, selecting a new pattern makes 
that pattern the current one. Any new pattern you select for the fill 
becomes the new current fill pattern; any new pattern you select 
for the frame similarly becomes the new current frame pattern. 


? 
. 
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Note the difference between the fill pattern called None (at the 
top of the dialog box) and the blank (white) fill. None indicates 
a transparent fill, while the white pattern indicates an opaque 


blank fill. 
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(7s “Blank opaque Fill’ °° NONE Fill Pattern: ° 
Pattern . 


Various patterns can be used to create special effects with frames 
and lines at various thicknesses. You can experiment with these. 


Note that in the pattern menu there exist two patterns that are 
50% screens. One is offset by one pixel from the other, thus they 
are complementary. With transfer modes (discussed below) and 
colors, you can create vivid effects with these patterns. 


50% Pattern *1 





i 50% Pattern *2 
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50% Pattern *1 
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COLOR 


Draw it again, Sam... supports the standard eight QuickDraw 










colors, namely: Black, White, Cyan, Yellow, Magenta, Red, Green, — 
ml and Blue. The default color for all items is black. You can change — 





TT Fo set the defaults and assign other colors to the fill and frames. 

Note that color will not show on a black and white printer or 

on a black and white monitor. If you print from a black and white 
monitor to a color printer (such as the ImageWriter with a color 
ribbon), however, the colors will come out as you have defined 
them. 


A note about white: white color is not synonymous with 
blank or “white” fill. A white-colored object on a black-and- 
white monitor shows as black, not as white or invisible. Like- 
wise, a white-colored object will print as black on a black-and- 
white printer. And this relates to the problem of seven-color and 
eight-color printers. Some of the color printers available for the 
| Macintosh do not have a true white color. These printers treat the 
| color white as the absence of color (letting the natural page color 
| come through). This can cause unexpected, unintended results. If 
you use a color printer, make sure you understand how white is 
handled. 


SOLID AND BLANK 


Before we begin to discuss the issue of mode, it is important that 
. : the terms solid and blank be considered. Here again the common 
terminology is confusing. Let us make a distinction between the 
solid areas in an object and the blank areas. Solid areas show as 
black on a black-and-white monitor, or as colored on a color moni- © 
tor. Blank areas show as white on either monitor, and are made up — 
of all the areas contained by, or included in the area of the object 
i = that are not filled. (Now, there is a problem here—“white-colored” — 

areas show as white on a color screen, but they are solid, not 

blank.) 





| 
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The area of an object depends on its type. Enclosed objects like edGaeue 
rectangles, ellipses, and closed polygons have their area defined by 


their frames. Even open arcs, polygons, and freehand have their 

areas defined by the frame and a line or lines defining the connec- 

tion between the beginning point and the end point. Bit-maps and : 
text are different, however. 


Bit-maps are defined within rectangular areas. The exact area 
depends on the way in which the bit map was created (through 
Draw it again, Sam..., or by cutting and pasting from another 


program. This area can extend far beyond the visibly “painted” Fill area 

region. All the bit-map area that is not solid or filled, including 

space between filled bits, is blank. // ~ 

The area of text is defined by the shape and size of the text block “vou played it for her, 
as a whole. The letters are the solid part of the text block, and the gs play it for me!” 


test of the text block is blank. 


MODE 


Draw it again, Sam... supports four transfer modes. These modes 
affect the way in which objects affect the objects behind them. The 
modes supported are called: Opaque, Clear, Invert, and Erase. The 
way in which these modes work isn’t always obvious. Indeed, that 
is one of the reasons for using transfer modes—they can create 
subtle special effects. 







Pattern 
Color > 


neon 4 










“Opaque 
Clear 
Invert 
Erase 






Opaque fill: 
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OPAQUE Opaque is the default, normal mode for drawing, and the one you 
will use almost all the time. Opaque means that both the solid 
(black) and blank (white) areas of your objects are thoroughly 
opaque—they block the view of whatever is behind. 


Opaque fill 


KAAAAAAL 





CLEAR Clear mode means that while the solid areas remain opaque, the 
blank areas become transparent. You can see through the blank 
areas to any objects behind the current object. | 


Clear fill - 
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Clear fill: 
Black background 





Invert means that solid areas become blank and the blank areas INVERT 
become solid. The now blank areas are treated as transparent. The 

invert mode can create some very bizarre effects, and is especially 

useful with color, where it can give the illusion of many intermedi- 

ate colors not available with QuickDraw. This effect is sometimes 

termed “reversal”. | 


Invert Till - 
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Invert fill: 
Erase fill - 





Erase means that all solid areas become opaque blank and all blank 


opaque areas become black. You get a “negative” image of the 
original solid area, while the background shows through the rest. 
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ERASE 
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THICKNESS 


The frame is allowed to have various thicknesses, from 0 to 5 
points wide. You can also create a custom border thickness by 
specifying Custom, and then entering a number of points greater 
than five in the dialog box that appears. 


Frame 


Pattern > 
Color > 
Mode » 


ita 4s ee 

















None 
Hair line 
/One 


Setting the thickness to zero creates objects that are all fill, with Two 
no visible border. Lines with a zero thickness are, of course, not ae 
visible. as 


Custom 


Hairline thickness is supported for those printers that can handle 
them. On the screen and on the ImageWriter, hairlines are identical 
to one-point lines. 


You can set the thickness only under the Frame menu. The 
default is one point wide, but any new thickness you set under 
the Custom sub-menu becomes the current thickness for all sub- 
sequently created objects. 


Set Custom Size 


Enter custom size 3S 





Cx 


OBJECT TYPES 


The tool palette offers you a variety of shapes for creating objects. 
As stated before, the objects you create are assigned the current fill 
and frame attributes. You can change any of those characteristics 
after the object is created, by selecting the object and choosing 
attributes for it. You may also deselect all objects and preset 
characteristics for new objects. 
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RECTANGLE 


You create a rectangle by selecting the rectangle tool, then clicking 
on the drawing area. This establishes one corner of the rectangle. 
Drag in any direction, then let go where you want the opposite 
corner of the rectangle to be. The current fill characteristics deter- 
mine the mode, color, and pattern of the inside of the object. The 


color, thickness, mode, and pattern of the border are determined by © 


the current frame characteristics. 





SQUARE 


A square can be created just like a rectangle. The sides in a square 
will always be kept equal, so that the location of the opposite 
corner is constrained by the program. 
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ROUNDED RECTANGLE CF 


A rounded rectangle is created just like a regular rectangle. Note 
that you can change the curve of the rounded corners by changing 
the rounded rectangles setting. Do this by double-clicking on the 
rounded rectangles tool. You can change the current setting before 
you begin creating rounded rectangles, or change it by selecting 
the rounded rectangle after you have created it, then modifying it 
with the Rounded Rectangles dialog. 





a = = SINC IAL [tone], 
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The two values in the rounded rectangle dialog are the measures of 
the horizontal and vertical radiuses of the ellipses that form the 
curve of the rounded rectangle. The expressed in the current scale 
set for rulers. You can alter the length of either radius or both. 


Enter Round Rectangle Radii in Points Enter Round Rectangle Radii in Points 


Horizontal Radius Vertical Radius Horizontal Radius Be Vertical Radius [52] 
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As you approach zero with either radius, the curve becomes more 
like a right angle. (A zero in both boxes forms a right angle.) The 
| upward limit is reached when you reach the ellipse shape. The 
| point which you do this is dependent on the size of the rectangle. 
| Numbers higher than this limit are disregarded. 
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Enter Round Rectangle Radii in Points Enter Round Rectangle Radii in Points 


Horizontal Radius Vertical Radius Ess Horizontal Radius Vertical Radius 
a Rt 








ey ROUNDED SQUARE 


Like the square, the rounded square constrains your choices 

| once you have determined one corner. The slope of the corners 

| is determined by the Rounded Rectangles dialog, as with the 
rounded rectangle. Double-click on the rounded square tool 
while the square is selected to bring up the dialog box to modify 
| this attribute. 
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ELLIPSE > 


To create an ellipse, click and drag to define the outer limit. You 
will see the ellipse formed as you draw. When you are satisfied 
with the shape of the ellipse, release the mouse button. 





SIRCLE CO 


Circles are created just like ellipses. They are, of course, 
constrained to strictly circular shape. 


Ale 
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LINE 


The line tool allows you create a straight line in any direction. 
Click on the point where you want one end of the line to begin. 
You can click wherever you want to determine the ending point. 
The current frame characteristics determine the thickness, pattern, 
and color of the line. 





NI CONSTRAINED LINE 


The constrained line tool is similar in function to the normal 

line tool. The only difference is that the slope of the lines is con- 
strained to the four compass directions and the four intermediate 
angles halfway between them. In other words, you can create 
lines at horizontal, vertical, and the intermediate 45° intervals only. 
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PARALLEL LINES 


The two parallel line tools allows you to create a default set of six 
parallel lines on the drawing surface. One tool creates horizontal 
lines, the other vertical lines. To create them, click at a starting 
point representing the end of a line at one extreme (corner) of the 
set of parallel lines, then click at another point where you want to 
place the limit at the opposite extreme. The space between the 
lines is determined by the size of the imaginary rectangle you 
place them within (all of the lines are equidistant). 
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You can independently set the number of parallel lines to be 

used by double clicking on either parallel line tool to display 

the Parallel Lines dialog box. You can set separately the number 
of horizontal and vertical lines. They can be set before you create 
the lines, changing the current number from the default six. The 
number can range from 1 to as many as you want (subject to 
memory limitations and your patience in watching all those lines 
be drawn and redrawn). You can change the number of lines by 
selecting a set of parallel lines and then bringing up the Parallel 
Lines dialog box. 


Enter How Many Parallel Lines 


Number of Lines 
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You can specify any number of parallel lines. The real limit 
depends on the size of the parallel line form you create and the 
thickness of the lines. The computer will limit the number of lines 
to those that fit within the dimensions you specify. 
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POLYGON 


The polygon tool allows you create a polygon of any number of 
sides. It works differently from all the tools mentioned above. 
First click on a starting point. Then drag to a point that will form 
the next vertex of the polygon. Then click at each point that you 
want to set as a vertex in the polygon. The lines you create can 
cross over each other, if that is what you want. 
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If you want a closed polygon, click on the starting point to the 
close off the shape and determine it. If you want an open poly- 
gon, double-click at any point as you are creating it to finish off 
the polygon. 





You can close an open polygon by pressing the Option key 

then double-clicking on the polygon. An open polygon will auto- 
matically close, by having a straight line between the current end 
points of the shape clicked. 
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Open polygon 
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FREEFORMS 


After you select the freeform tool, a crosshair appears. You can 
click and drag with the crosshair to create freeform lines of any 
shape. When you let up on the mouse button, the freeform shape is 
finished. A freeform can be open or closed. 





In fact, a freeform is simply a polygon with many vertices. The 
vertices are written automatically, based on time and change of 
direction. In most ways, freeform shapes behave just like poly- 
gons, as you will see in the next chapter. 


The freeform tool gives the user with a steady hand the 
opportunity to make shapes that do not appear to be rigid 
geometrical forms. 


REGISTRATION MARK 


Registration marks are of particular use in making spot color 
separations from a layered drawing. Registration marks are used 
by commercial printers to align different (color) versions of the 
same drawing with precision. The shape of the registration mark 
is one commonly used for commercial printing. 


This object type operates differently than all other objects. When 
you create a registration mark at any spot on the drawing pad, that 











CHAPTER Ill: CREATING OBJECTS 









\ BOOED? | 


0 


object is placed at that spot exactly in every layer of the drawing. 
Furthermore, the mark is created locked, so that you cannot acci- 
dentally move it. Since the whole point of registration marks is 
that they line up exactly, this makes sense. 


If, for some reason, you must move the registration mark, you can 
select the registration mark and use the Unlock Object command 
under the Objects menu. It is unlikely that such a case would 
arise, however. If you do this, you can only move the registration 
mark on your current layer. All other marks remain frozen. 


ARC | | 


Arcs are created by clicking on a center point, dragging to a 
starting point on the circumference of the ellipse or circle being 
described, releasing the mouse button, then moving the mouse and 
clicking on the desired end point. As you move the mouse, you 
see the changing shape of the arc within the defined area. You can 
move the cursor in any direction to modify the shape of the arc. 
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Arcs are automatically treated as closed objects. They are, there- 
fore, filled. The fill area is defined by the border of the arc, a line. 
from the beginning point to the arc center, and another from the 
end point to the arc center. 
































As initially created, arcs are constrained to circular shapes. The 
next chapter shows you how to change them to elliptical shapes. 





VIEWING AND CHANGING 
OBJECT ATTRIBUTES 


' You can see and modify the attributes of any individual object 
in one of two ways. If the object is in the current layer, you can 
double-click directly on the object. If the object is on any layer, 
you can click on it with the Information tool, in the form of a 
question mark. Selecting the Information tool causes a question 
mark cursor to appear. Click on the desired object to cause the 
attributes dialog box to appear. 





V7 eb OR SC Kd i 


The attributes dialog box contains the following information: the 
type of the object (Square, Rectangle, Polygon, and so on), the 
layer in which it is found, whether it is locked (frozen), the loca- 
tion of the upper lefthand and bottom righthand corners of its 
bounding area, and the fill and frame characteristics of the object. 


Object Data: 
Rectangle Layer 1 


Top Bottom [] Locked 


Frame: Fill: 


5 Pattern Ee Pattern 
Thickness Cc | 
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You can modify most of these characteristics, all but the object 
type and layer. Changing the location coordinates can alter the 
shape and location of the object. If your changing of the shape 
deconstrains a square, rounded square, or circle, a dialog appears 
asking if you really want to make the change. If you enter an OK, 
the type of the object is changed from constrained to uncon- 
strained, (for example, circle to ellipse). 


You can change the fill and frame characteristics freely. Changes 
you make through this dialog do not change the current setting for 
these categories. You can also lock or unlock an object through 
this dialog, if you wish. These activities are described in the next 
chapter. 
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MOVING OBJECTS 


To move an object, first click anywhere on the object to select it. 
(You can also use the selection marquee, of course.) Then drag the 
object in the direction you want to move it. You can move single 
or multiple objects in this way. 





Holding down the Shift key constrains the movement of the object 
to horizontal and vertical only. As you drag an object or objects, 
you can see the shape of the object follow your movements. This 
outline is in the shape of a rectangle (the bounding area) that de- 
fines the shape or shapes you are moving. This box allows you to 
see clearly where you are placing the object. Objects can be moved 
partially off the drawing area. In that case, only the portion show- 
ing will print. | 


The Move Objects command under the Objects menu is another 
way to relocate objects. With this command you can set the pre- 
cise offset in the current measuring scale (inches, points, and so 
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Objects 
Group Objects 
Ungroup Objects 
Rotate Clockwise 
Rotate Counter-Clockwise %< 
Flip Horizontal 

Flip Vertical 









Send to Back 
Bring to Front 
Move Objects... 











Lock Objects 
Un-Lock Objects 
Reshape Palygan 
Smaain Palygan 
Un- Smooth Polygon 
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on). You are asked to enter a horizontal and/or vertical offset in 
the dialog box. For example, to move an object exactly 20 points 
to the right, you would enter 20 in the Horizontal box, and 0 in the 
Vertical. 


Enter Move Offsets in Points 


Horizontal Offset Vertical Offset ie = 
Co) 


Enter Move Offsets inPoints 


Horizontal Offset Vertical Offset 





Use negative numbers to indicate movement above or to the left 

of the current position. For example, moving an object up 5 

points diagonally to the left requires entering a—5 in both boxes. _ 
Remember you can move a whole collection of objects in this way, — 
getting all of the objects standard distance away from their current 
position, while maintaining their relative alignment. 


Another way to move an object in finer gradations is to use the 
cursor arrow keys, if they exist on your keyboard. Each selected 
object moves one point (pixel) on the screen in the direction of 

the arrow. (This feature works even if Snap to Grids is active.) 

This capability makes possible the fine alignment and adjustment | 
of objects. | 
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RESIZING OBJECTS 


You can resize any normal drawing object as you want. Bit- 

maps and text are special cases. See the chapters on these types 

of objects for information on resizing them. To resize an object, 
select the object and click on one of the four selection handles that 
appear. Now drag the selection handle to redefine the shape of the 
object. The outline of the area containing the object or objects is 
displayed on the screen as you move it, so you can get a good idea 
of the approximate size and proportions of the object as you are 
Tesizing on it. When you release the mouse button, the object is 
resized and redrawn. Constrained objects like squares, rounded 
squares, and circles maintain their shape. You can only resize 
them proportionally. 
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RESIZING ARCS 


Arcs are resized in a way different from other objects. As you can 
see, a number of selection handles appear on an arc when it is 
selected. The selection handles on either end of the arc itself allow 
you to change the size of the arc in degrees. Drag the handles to 
make the arc larger or smaller. You can even close the arc to forma | 


circle. 








You can also change the orientation of the arc in angles by double 
clicking on the arc tool while an arc is selected. The following 
dialog box appears. 


Enter Arc Angles 


Start Angle | 
End Angle ‘90 
C= 





You can set the starting and ending points of the arc in degrees. 
O degrees represents vertical and the degrees proceed clockwise 
around the shape. Starting an arc at zero and ending it at 360 
creates a circle (or ellipse). 
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The selection handle in the middle of the arc allows you to rotate 
the arc. Click on that handle and drag in either direction around 
the center of the arc. The arc follows, allowing you to place it at 
any orientation around the center that you like. You can, of course, 
do the equivalent (and with precision) by changing the beginning 
and ending angles in the arc dialog box. 


The other selection handles for the arc (those that appear on the 

bounding area) determine the bounding area of the base shape, and 

therefore allow you to change the shape of the arc from circular to 

elliptical. By experimenting with dragging the selection handles 
you can reorient the arc to any desired elliptical shape. 














CHAPTER IV: MANIPULATING OBJECTS 










Objects 
Group Objects 
Ungroup Objects 
Rotate Clockwise 
Rotate Counter-Clockwise 
Flip Horizontal 
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Move Objects... 
Lock Objects 
Un-Lock Objects 
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ROTATING OBJECTS 


You can rotate any object in 90° increments, by selecting 

the object, then using the Rotate Clockwise or Rotate Counter- 
Clockwise commands under the Objects menu. The result is as 
if you had picked up the object and turned it on its side. You can 
return the object to its original orientation by rotating back. You 
can rotate an object any number of times. 


When you rotate a group or a collection of objects, each object is 
rotated around the center of the group, not its own center. You can 
later ungroup or separate any individual object and move it further. 
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| FLIPPING OBJECTS 


Flipping objects works in much the same way as rotating them. 
You can choose whether to flip vertically around the horizontal 
axis (up and down) or horizontally around the vertical axis (left 
and right). Flipping causes a mirror image of the original object 
to appear. As with rotating, you can always return to the original 
orientation by repeating the command, and you can flip as many 
times as you like. Use the Flip Horizontal and Flip Vertical 
commands under the Objects menu. 


When you flip a group or a collection of objects, each object is 
flipped around the center of the group, not its own center. You can 
later ungroup or separate any individual object and move it further. 
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Paste to Layer... 
Send to Layer... 





Setup Layers... 





Options 
coom In 
coom Out 36 - 
Shrink to Fit 
Actual Size 
Show Rulers 
Mouse Window s&M 
“Keep Tool a6K 
Single Paint Object 
Set Grids... 
Duplicate Offsets.. 






















DUPLICATING OBJECTS 


Duplicating an object produces an exact copy of the object at an 
offset from the original. The default offset is 8 points below and 
to the right of the current object. If you move the object after 
duplicating it and before selecting any other object, the program 
“remembers” the new offset. The next time you duplicate an 
object, the new offset is used, not the default one. 


You can modify the exact offset by using the Duplicate Offset 
command under the Options menu. A dialog box appears, and 
you can set the horizontal and vertical offsets for duplication in 
the current measuring scale. As with the Move Objects command, 
you can use positive and negative numbers. 


The newly created object is selected after duplication. You can, of 
course, select more than one object to duplicate at a time. In that 
case, all the newly created objects are selected after duplication. 


Enter Duplicate Offsets in Points 


Horizontal Offset Vertical Offset 
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GROUPING OBJECTS 


Grouping objects allows them to be treated as a single object. 
Once grouped, you can rotate, flip, move, cut, paste, and otherwise 
treat the grouped objects as one complex object. 


To group objects, first select them and then select the Group 
command from the Objects menu. Once you have done so, you 
will notice that a simple group of four selection handles has re- 
placed the numerous selection handles of the individual objects 
previously visible. 


You can include groups within other groups. Multiple levels of 
grouping are allowed, but they are handled by the program as a 
single group, not a hierarchy. 
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Flip Horizontal 
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Send to Back 36R 
Bring to Front 38 F 
Move Objects... 

Lock Objects 
Un-Lock Objects 
Reshape Palygan 
Smeath Poelygan 
Bn- smooth Polyyor 


UNGROUPING OBJECTS 


Once you have grouped objects, you may well want to break up. 
that group to make adjustments to specific member of the group. 
You can do this by selecting the group in question and then choos- 
ing the Ungroup command from the Objects menu. The individ- 
ual objects remain selected, but not as a group. To deselect the 
individual members, click elsewhere on the drawing area. 





LOCKING OBJECTS 


After you have arranged and selected the attributes of an object or 
a set of objects and are satisfied with the outcome, you may want 
to use the Lock Objects command under the Objects menu. This 
command causes the selected object or objects to be frozen in 

place, so that they cannot be accidentally moved, resized, or in any _ 
other way modified. 


You can at any time, choose to release objects by using the Un- 
Lock Objects command. No object need remain permanently 
frozen. 
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STACKING ORDER 


Within each layer, objects created in the same area are stacked 

one upon the other in the order of creation. A list of all the objects 
on the layer is maintained by the program in the order of the their 
creation. The first created object is kept at the bottom, the next 
above that, and so on. This order determines what shows on the 
page and the screen and what is hidden or obscured by another 
object. 


Objects 


You can change the stacking order using the Bring to Front dues ties = =e 


and Send to Back commands from the Objects menu. These seers eee tor Ae) 

3 - Rotate Clockwise 
commands rearrange the current stacking order, placing the chosen Rotate Counter-Clockwise %< 
object or objects in frontmost or rearmost place. The screen is recimeercre 


Flip Vertical 
redrawn with the new stacking order established aaen annie 
em Ce ils 


Bring to Front 
Move Objects... 
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It may take several uses of these commands to arrange the objects Lock Objects 


precisely in the order that you want them. You can of course, re- Un-Lock Objects 
Reshape Polygon 


arrange them at any later point, as you see fit. Smocth Palygan 


Un-Smooth Polugoen 
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RESHAPING POLYGONS 


You can reshape both polygons and freeforms after you have 
drawn them. Select the object to be reshaped. Then choose the 
Reshape Polygon command. A set of vertex points (little black 
squares) become visible on the shape. Using the cursor, you can 
grab any of the vertices and drag it wherever you want. The shape 
will be redrawn in accordance with the change you have made. 


You can reshape both smoothed and unsmoothed polygons and 
freeforms, closed or open. 


You can continue to reshape the selected polygon until you click 
at a point other than a vertex. At that point, the normal selection 
handles reappear, and you can no longer reshape the figure. 
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SMOOTHING POLYGONS 


You can smooth polygons and freeforms by selecting the shape to 
be smoothed, then choosing the Smooth Polygon command from 
the Objects menu. The selected polygon or freeform is smoothed, 
with curves replacing acute angles. 


No Smoothing - Smoothing - Smoothing 
Factor of 2 s5% 


_ Factorof 3 





| Ifyou change your mind later, you can unsmooth the polygon 


or freeform. The Un-Smooth Polygon command is also on the 
Objects menu. 


You can set the smoothing level in effect by double-clicking on 
the polygon or freeform tool. A dialog box appears. 


You can enter a smoothing level between 1 and 10 to influence the 
degree of smoothing of the shape that you want. You will want to 
experiment with this factor to determine the effect of each level of 
- smoothing on various shapes. 


Pressing the Cancel key at this point leaves the freeform or poly- 
gon as it was. Pressing OK sets it at the chosen smoothing level. 


You can, of course, unsmooth polygons and freeforms at any time 
by choosing the Un-Smooth Polygon command under the Objects 
menu. 
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as large as the drawing pad itself. Any number of 
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WHAT IS PAINTING? 


Unlike the geometrical regularity of drawing, painting allows 
you to make pixel-by-pixel adjustments to your graphic work. 
In combination with drawing, Draw it again, Sam...’s painting 
capability allows you to add precise, fine details. 


TWO PAINTING ENVIRONMENTS 


As Draw it again, Sam... is basically an object-oriented program, 
the two different environments in which you can choose to work 
with the paint tools are distinguished by the way in which they 
form objects. You can move between these environments by 
changing the entry for Single Paint Object/Multiple Paint 
Objects in the Options menu. 


SINGLE PAINT OBJECT 


The Single Paint Object environment may seem 
more familiar to most users. This environment 
allows you to create a single painting area, which 

is sent to the back of the current layer when you 

are finished working on it. Starting new work with 
a painting tool brings the object back to the front for 
_ the time you work on it. Wherever you add to the 
painting, the paint objects expands. Only one paint 
object can be created for each layer, and it can be 


drawing objects can be placed in front of the paint 
object. 


Basically, what you create is a continuous painting as in MacPaint. 
However, when you are in the object mode, the paint object acts 
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like an object. You can rotate, group, move, change the color or 
mode, or do almost anything with the paint object. You cannot, 
however, bring it to front or send other objects behind it. 


There is a special way, however, that you can place a paint object 
in front of drawing objects in this mode, if you wish. To do so, 
create another layer (see the chapter on Layers), and create a paint 
object on the higher layer. Set the fill mode for that paint object to 
Clear, so you can see the objects in the layer(s) beneath. 


MULTIPLE PAINT OBJECTS 


You can also create multiple paint objects with the program. In 
this environment, every time you start to paint in a new area or 
with a new color or mode, a new paint object is created. You can 
see the selection handles appear for this paint object. The paint 
object behaves predictably in painting mode, and can be manipu- 
lated like most other objects once you enter drawing mode—this 
includes changing the stacking characteristics of the object. 


A new paint object is created any time you click with a paint tool 
outside the bounding area of any existing paint objects. A new 
paint object is also created whenever you click on an existing 
paint object with different fill characteristics for color or mode. 
You can, however, continue to work on a paint object even after 
you have manipulated it as an object by clicking on it with a paint- 
ing tool and by using the same fill color and mode. 


Having multiple paint objects means that you can set up areas of 
paint and move them around at will. One paint area can be above 
or below any object, and you can stack paint on paint, if you like. 
While each paint object can have only one color, for example, you 
can combine colors by bringing together various colored, clear 
paint objects. In essence, you can paint on top of paint, as well as 
on top of drawing objects. 


Bit-maps brought in from the Clipboard are treated as individual 
objects, as well. You can set a color for them if you like. 











THE PAINT PALETTE 


When you click on the draw icon to switch from paint to draw, 

you see a new palette of tools. Some look the same, the rectangle, 
line, parallel lines, and circle (though they act differently). Others, 
like the paintbrush, pencil, paint bucket, and spray can, are entirely 
different than the draw tools. 





SHAPES 


Basically, the shapes in the paint palette work much the same 

as the related draw palette. These include the rectangle, rounded 
rectangle, oval, line, horizontal lines, vertical lines, polygon, arc, 
and freehand. As in the draw palette, the settings for the frame 
and fill effect correspondingly the borders and the contents of all 
these shapes. You can get exactly the same variety of shapes, line 
thicknesses, modes, colors, and so on as in the draw portion of the 
program. 


For instructions on how to create these shapes, check the 
corresponding entries in the creating objects chapter. The only 
difference is that, since there is no constrained line tool in the paint 
palette, you should hold down the Shift key while creating a line 

if you want it to be constrained to horizontal, vertical, or 45° 
diagonal lines. 
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Note that painted lines at other than the vertical, horizontal, and 
45° angles do not look the same as drawn lines. Painted lines have 
a “stairstep” jagged quality when they are printed. Drawn lines at 
these irregular angles are printed smooth. 


You can preset the number of parallel lines or set the corner 

slope of rounded squares and rectangles before you create them 

by double-clicking on the tools and modifying the entries in the 
dialog boxes that appear. Because these are bit-maps, not drawing 
objects, you cannot change them afterwards, sg by erasing and 
redrawing them. 


The real difference between paint and draw is that paint objects are 
created as bit-maps, and as such they can be manipulated pixel-by- 
pixel. You can apply the paintbrush, spray can, and especially the 
eraser to fine tune these shapes once you have created them In 
that way, you can make very fine distortions on these objects after 
you have created them. 


THE PAINTBRUSH 


The paintbrush tool allows to create a path of the selected fill 
pattern and color. You use the paintbrush by clicking and dragging 
the cursor, which changes into the shape of the paint brush. You 
can move the paint brush anywhere on the drawing area to get the 
design you desire. 


The paintbrush is in a specific shape, which can be determined 

by the user. Double-click on the brush tool, and a dialog box with 
24 choices on it appears. The currently selected brush tool is sur- 
rounded by a box. Click on any other brush shape to get the brush 
of your choice. You can create a variety of effects by using these 
standard brush shapes, and by using the paint brush in combination 
with already established patterns. 3 


Special brush shapes can be created in conjunction with any 
library. First, select any image in the library; then select the brush 
tool. Note that the cursor is now in the shape of the selected 
image—your “brush”. Using the library, therefore, you can create 
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a brush of any shape. Whatever the original color and pattern of 
the object, the brush reflects the current color and pattern settings 
of the Fill menu. 
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You can make special effects both by simply clicking or by click- 
ing and dragging. Dragging muddies the image and spreads it over 
a wider area. With imagination, you can create all kinds of special 
effects with this capacity. Warning: large-sized brushes are slow 
to use, and you may find the brush acting in delayed-reaction to 
your mouse moves. 


The brush tool can be constrained to horizontal and vertical 
movement by using the Shift key. 
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THE ERASER 


The eraser tool acts like an opaque white paint brush. In the area 
that it travels over, all pixels are turned to opaque white. You can 
use this tool to erase mistakes you have made, or to touch up any 
effects that require it. 





Double-clicking on the eraser tool brings up a dialog box identi- 
cal to the one for the paint brush. You can choose any of these 
patterns for the eraser. Some, especially the smaller ones, are 
particularly useful for erasing very small areas. 


The eraser tool can also be constrained to horizontal and vertical 
movement by using the Shift key. 








THE PAINT BUCKET 


The paint bucket tool allows you to “pour” the current fill pattern 
into any defined, outlined area on the screen. The area can be 
defined in the interior of an unfilled shape like a rectangle or a 
closed polygon. Or it can be an area bordered by any other shapes. 
These shapes must be bit-mapped shapes. You cannot fill a draw 
object shape with the paint bucket. 








If there is any break in the pattern of pixels, the “paint” spills 

out into the area outside the shape. Indeed, it is possible to fill the 
whole (currently defined) paint area with the paint bucket. (Note 
that if you later expanding the paint object boundary, the paint 
bucket fill does not spread automatically to the new area.) 
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If you use the paint bucket in an undefined paint area, the program 
creates a default paint area and fills it with the paint pattern and 
color. This also happens in the multiple paint object mode if you 
try to fill an area with a new color or mode of paint. A new, rec- 
tangular object is created on top of the one you click on, and is 
filled with the new paint color/mode. , 


Remember, it is the crosshair location that counts as the point 
where you are clicking. If the paint keeps ending up in the wrong 
place (especially when you are working on fine detail), be careful 
to click that point (the end of the paint) in the area you want. You 
should also look carefully at your area outline, to see if there are 
any gaps in it. 


100% of Pattern 
fo Of Pattern 


50% of Pattern 


29 Of Pattern 


12.5% of Pattern 





With the Draw it again, Sam... paint bucket, you can chose 
between several different intensities of fill. This choice allows 

you get many of the effects of a fill pattern without the too-obvious 
geometry of the pattern. To choose between intensities, double- 

_ click on the paint bucket. The dialog shows the differences 
between the intensities, both on a solid fill and on a pattern. 

You may choose one of the intensities for your next fill. 
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THE SPRAY CAN 


The spray can tool breaks up the paint that you apply in a random 
way, much like a real life spray can. The more you go over the 
same area with a spray can, the denser the pattern. The spray can 
is especially useful for creating a shadow or shading effect. 


The spray can output is random. Each time you use it you get a 
slightly different arrangement of the spray, even if you use the 
same pattern, speed, and nozzle type. 


The currently selected fill pattern is what affects the output from 
the spray can tool. You can further affect the shape of the output 
by double-clicking on the spray can tool. The dialog box that 
appears shows a variety of nozzle types, including ones that show 
varying intensities of output. The currently selected pattern is 
highlighted in the dialog box by a square around it. Change your 
selection by clicking on another spray nozzle type. 


As with brush shapes, spray shapes also can be created in conjunc- 
tion with any library. First, select any image in the library; then 
select the spray can tool. You now have a spray can shaped in the 
form of the image. In this way you can create a spray can of any 
shape. As with brushes, large-sized spray cans are slow to use, 
and you may find the spray can acting in delayed-reaction to your 
mouse moves. 
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The Fast, Medium, and Slow radio buttons control the flow rate 
of “paint” from the spray can. 


As with the paintbrush, pencil, and eraser, the Shift key constrains 
_ movement to the horizontal and vertical. 


TEXT | 


Bit-mapped text is created in much the same way as normal text. 
See the chapter on Text for information on this subject. After it is 
created, the text is a bit-map, and can be partially erased or 
touched up, at your discretion. 


Unlike most paint programs, however, you have full control over 
the bit-mapped text as you are entering it. For example, you can 
select any range of text, delete it, paste it elsewhere, or any other 
normal text editing function. This ability only ceases when you 
leave the edit mode and stop entering the text. At that point, the 
letters are simple bit-maps and no longer editable text. 


Be careful in your choice of fonts with bit-mapped text. Standard 
LaserWriter fonts like Times and Helvetica may not look good in 

_bit-map printing. Fonts like New York and Geneva may be prefer- 
able substitutes, for they are designed to print in bit-mapped form. 
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THE PENCIL 


The pencil tool allows you to create freehand lines. It differs from 
the freehand tool in that the area created by the pencil is not filled 
in. The pencil line is simply a line, not the beginning of a shape. 


Use the pencil tool by dragging it. It leaves a path exactly one 
pixel thick. The path of the pencil is always in reverse from the 
first bit was clicked on—if the bit beneath was filled, it is now 
blank; if it was previously blank, it is now filled. You can cross 
from blank to filled areas, but the pencil remains in the state (filled 
or blank) it started out in. As a result, its path can become invis- 
ible as it crosses contrasting areas. 





As with other tools, the Shift key constrains the pencil tool to 
vertical and horizontal. 


The pencil is particularly useful in zoomed in mode for adjusting a 
pattern pixel by pixel. In a full zoom, you can set one pixel at a 
time on or off with the pencil. 
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ZOOM IN 


If you are familiar with other Macintosh painting programs, you 
might expect a “Fat Bits” option, allowing you to edit the paint 
object pixel by pixel. Draw it again, Sam... offers instead the 
same five levels of magnification available in the drawing mode. 
The Zoom In command is active in the painting mode, as are the 
other view range commands (Zoom Out, Reduce to Fit, Actual 
Size). You can do very precise editing of both bitmaps and draw 
objects by zooming in, then return to Actual Size when you are 
done. 


Double-click on the pencil tool to zoom all the way in in Painting 
mode. Double-click again to zoom back out to actual size. 
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THE GRABBER 


The tool that looks like a hand is called the Grabber. You can use 
this tool to move around the drawing. Click on the grabber tool, 
then click and drag to move the drawing pad, as if you were sliding 
a piece of paper around on a desk. 


Of course, you can still use the scroll bars to move around the 
drawing area. 


Untitled 
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THE MARQUEE 


The marquee allows you to select a rectangular area. Click on 
the marquee tool then click and drag to define a rectangular area. 
This area is now Selected, and you can drag it, cut it, or copy it. 
You can also rotate it, flip it, or use the Invert Mode command 
under the Fill menu to invert it bit by bit. Both the filled pixels 
and the unfilled pixels are included in the selected area. 





Use the Shift key to constrain movement to horizontal and verti- 
cal. Press the Option key and drag to make a duplicate copy. 





Press on the Command key and drag on the selection area to 
resize the bit-map inside the marquee. 
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Do not confuse this marquee with the object mode marquee, which 
enables you to select objects only, not regions. 


THE LASSO 


The lasso allows you to enclose an irregularly-shaped bit-map 
region and to define an “object” in it. Use the lasso by drawing 
with it until you cross over, defining a closed shape. Any darkened 
bits inside that area defines the “object”. Unfilled bits are ignored, 
unlike with the marquee, where they are selected. The defined 
area then shimmers to indicate it is selected. 


You can now move the lasso tool into the shimmering area and it 
changes to a point. Click and drag with the pointer and you can 
drag the defined area any where you want. 


You can also choose to Cut or Copy the defined area to the clip- 
board, using the commands under the Edit menu. You can then 
paste the defined area elsewhere in the drawing or in another | 
drawing. It will show as a selected, “shimmering” area when you {__ 
paste it, and you can drag it wherever you like. , 


As with the Marquee tool, the Lasso tool is constrained with the 
Shift key and leaves a copy with the Command key. 














INVERT MODE 


Invert mode does not have the same meaning for paint objects as it 
does for drawing objects. It is not properly a mode, but rather an 
operation on the paint object. In the paint object, invert means a 
bitwise inversion, where all filled bits become blank and all blank 
bits become filled. Whether or not the blank bits are transparent or 
opaque is based on the true mode of the paint object, whether clear, 
opaque, or erase. 
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THE PAINT OBJECT 


You can set the fill characteristics for any paint object either by 

change them before you begin painting, or afterwards, by clicking 
on the paint object and setting the fill characteristics. You can also 
double-click on the paint object and bring up the attributes dialog. 


In Draw it again, Sam... you can slip naturally from draw mode to 
paint mode with ease. The paint objects behave quite naturally 
both as objects and as painting areas. 





By the way, here is a nice trick for converting draw objects into 
paint objects. First, in draw mode, select the draw object; then cut 
it into the Clipboard. Change to paint mode and paste the object 
again. The same shape, but now a paint object. 


RESIZING PAINT OBJECTS 


The one way in which paint objects behave differently from draw- 
ing objects in resizing. Dragging the handles of paint object in the 
drawing mode does not resize the painted area. It merely crops the 
paint object. Making the object smaller crops it to a smaller area, 
possibly cutting off some of the painted detail. Making the paint 
object larger only adds to the empty area around the current bit- 
map. 
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CHAPTER VI: TEXT 


Before you start to enter text in a document, you should be aware 
of the difference between three things generally referred to as text: 
text blocks (objects), text bit-maps, and text as it being edited or 
entered. 


Text blocks, once created, function like other objects. They can 

be assigned color and pattern, rotated, flipped, locked, and trans- 
ferred. They are individualized objects. Text bit-maps are parts 
of paint objects. Once created, they can never again be edited 
through standard text editing procedures, since the program no 
longer recognizes them as text. Both object text and bit-map begin 
in the text editing mode, which functions the same for both. The 
principal difference is that object text can be edited many times, 
paint text only once. 


CREATING TEXT 


To create text in Draw it again, Sam..., you must click on the text 
tool, then click on the drawing area and drag open a text editing 
box. This box can be any size that fits on the drawing area. Its 
defined size determines the width of the text block as you type 
text in. 
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After you have created the text block, you are in edit mode. The 


defined block appears in the form of a rectangular box. A blinking 
horizontal line cursor appears at the the upper left-hand corner of 
the box. This cursor indicates the text entry position. 


At this point, you can start typing. The text you enter is inserted at 
the text entry point and the cursor moves along as you enter each 
letter. If you reach the right edge of the box, the program performs 
automatic word wrap to the next line, just as in a word-processing 
program. Pressing the Return key causes a carriage return to the 
next line in the text block. If you reach the right edge of the box, 
the program performs automatic word wrap to the next line. 
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If you continue typing beyond the end of the created box, the text 
continues to be inserted and the text box grows. As long as this 
text remains within the confines of the drawing pad area, it will 
be added to the text block and it will print out. 


If you are finished with entering the text in the text box, click 
elsewhere on the drawing pad, and the text block now becomes 
either an object or a bit-map, depending on the mode you are in. 


EDITING TEXT 


Once you have entered object text, you can go back and edit it at 
any time. Editing includes adding, deleting, or modifying the text 
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that currently exists. If you have not left the text in paint mode, 
you can also continue to edit it. — 


To edit a block of text in draw mode, select that block. Then with 
the text tool selected, move the cursor over the text block. 


While you are in edit mode, the cursor is now in the shape of an 
I-beam. Click the I-beam cursor at any point in the text block, 
normally between two existing characters, at the beginning, or at 
the end. The text entry cursor them appears. You can now begin 
to insert new text at the entry point. Any text following that point 
will adjust and word-wrap as you enter each letter. 


"This ig a text block. You can slect a 
range of text by clicking and 

. dragging. Note the |-beam cursor 
when you move over the text block] 


dt 


You may also use the Backspace/Delete key from any entry point 
to erase text, one character at a time. You can do this until you get 
to the beginning of the text block, and then enter in new text of 
your own. 


‘This is a text block. You can offject — 
a range of text by clicking and 

. dragging. Note the |-beamcursor. — . . 
when you move over the text block. 


You can select a range of text by dragging over it. That range can 
be from one character to the whole text block. Once you have it 
selected you can do one of three things to it: 


e Use the Backspace/Delete key to eliminate it 
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e Start typing, and new text you enter will replace the 
selected text 


¢ Select the Cut, Clear, Copy, or Paste commands 


CUTTING AND PASTING TEXT 


You can cut and paste text within a text block or between text 
blocks. To do this, first select a range of text in text block. Then 
use the Cut or Copy command under the Edit menu. Click at an 
entry point, either in this text block or another. (You can also 
select a range of text you want to have replaced.) Use the Paste 
command in the Edit menu. The text is now inserted where you 
specified. 


You can paste in text from other programs, including word pro- 
cessing programs such as MacWrite™, WriteNow™, or Microsoft 
Word™. Be aware that all your special formatting for such text is 
lost, and that your text will take on the characteristics of the text 
block that you paste it into. 


Draw it again, Sam... maintains two Clipboards, one for text and 
one for graphics. While you are editing text, only the text Clip- 
board is active. You cannot paste text into anything but a defined 
text block. 


RESHAPING TEXT BLOCKS 


As stated above, you may want to reshape text blocks after you 
have created them. You may want to do this in order to have more 
working area in the text block, or to force a new set of word wraps 
as you widen or narrow the text block. 











CHAPTER VI: TEXT 


‘This is a text block. Note that the j : 
text wraps automatically as you 

_ enter it and the text block opie 
down as you add to it. 


To reshape the block, select the text block as a whole with the 
pointer tool. Click on one of the selection handles. Drag until the 
text block box is the shape that you want, then release the mouse 
button. 


The text in the block will automatically reform itself to conform to 
the new shape. For some fonts, you may have to force a complete 
redraw (with Command-level number.) 


CHANGING TEXT ATTRIBUTES 


Any attributes for the text are set for the whole text block. The 
original attributes for the text block are the default ones, namely 
the system font, (normally 12-point Geneva plain) opaque, left- 
justified. 


This is a text block. Note 
“that the texts 
redistributed if you 
change size, font, or 
style. 


- You can change the current settings for text any time by making 
changes in menus under the submenu. The current text block, if 
selected, and any subsequently created text block will reflect the 
changes you make. 
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You can reset any of these characteristics one at a time, for one or 
more text blocks. If you are not in editing mode, changes to the 
items on the Text menu cause any selected text blocks to change. 
If you are in edit mode, only the current text block is changed. 


To change a text attribute, choose the Text menu, and in one of the 
submenus, change the attribute. The attribute will change for all 
the text in the block. 


FONTS 


Any fonts installed in your system are available to you when you 
set font. Remember the difference between fonts appropriate for 
the ImageWriter (like Geneva, Monaco, and New York) and those 
intended for the LaserWriter (like Helvetica, Courier, and Times). 
It is not wise to use the one in place of the other. You can specify, 
however, Font Substitution in the Page Setup dialog, so that the 
Helvetica will replace Geneva, Courier will replace Monaco, and 
Times will replace New York. Other bit-mapped fonts (such as 
Cairo or Chicago) do not have corresponding laser fonts and will 
print out poorly on the LaserWriter. 


As stated in the painting chapter, bit-mapped fonts like Geneva and 
New York are appropriate for bit-mapped text, as these look more 
in proportion in bit-mapped form. 
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TEXT SIZE. 


The outlined font sizes on the menu are actually represented by 

an installed font. If you are printing on the LaserWriter and using 
LaserWriter fonts, this is a matter of no concern, because all forms 
for all sizes from 5 to 128 are automatically scaled by the printer. 
On an ImageWriter (or with bit-mapped text), unsupported font 
sizes are represented by a bit-mapped approximation. Most of 
these look very poor, and you may want to avoid them. 








Justification 
Mode 
Color 


36 point 
Custom 





Set Custom Size 


Enter custom size 





TEXT STYLE 


All the normal Macintosh text styles are available, and all 
except Plain can be used in conjunction with any of the 
others. If you are printing on the LaserWriter, the bold 
and italic spacing on the screen do not exactly represent 
the true sizes of those types as printed. Italic on screen in 
particular is represented by slanting letters according to a 
formula. For the LaserWriter, the spacing between words 
or sentences may seem inadequate, but it will turn out 
properly on the page. For the ImageWriter, the screen 
pretty well reflects what will print. You may want to enter 
another half space (Option-space) at the beginning of 
sentence. 
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TEXT JUSTIFICATION 


You can justify text left, right, or center, depending on the appear- 
ance you want. Left-justified text is the default. 


TEXT MODE 


The text mode refers to the background of the text. 


Opaque text means that the text block background is opaque and 
that the text is surrounded by a text block area against which it is 
displayed. Any objects behind the text block are invisible. 


In the other three modes, the text block background is transparent. 


Clear means that the text block background has a fill of none. In 
other words, the text is seen against what ever is behind it. Any 
lines, fill, etc. appear through the spaces not exactly occupied by 
letters. 


Invert means that where the objects behind are white, the text 
shows as black; where the background behind is white, the text 
shows as black. In gray areas, the inversion goes pixel by pixel. 


The erase mode means that the text is in reverse video, white on 
any any background, while the background shows through. Ona 
white background, erased text is invisible. 
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Opaque Text Clear Text 


Invert Text 






Invert Text Erase Te 





LASERWRITER AND MODES 


While most printers for the Macintosh, and an increasing number 
of new ones, use Apple’s QuickDraw principles, the LaserWriter 
and other PostScript printers do not. For this reason, only the 
Clear and Erase modes work on the LaserWriter. 
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TEXT COLOR 


You can set the color of a block of text. The letters can be any of 
the eight QuickDraw colors. 









Font 
Size 
Style 

Justification 
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WHAT ARE LIBRARIES? 


A library is a collection of up to 250 graphic images maintained in 
a named file. These images can be drawing objects, paint objects, 
or text, or a combination of any of them. There is no limit to the 
number of library files you can create, though only one can be 
open at a time. 


When you open a library, the icons representing the images con- 
tained in it are displayed in the library area at the bottom of the 
window. By clicking on an icon, then clicking in the drawing area, 
you can make one or more copies of the image the icon represents 
on your drawing. You can also select the name of the image from 
the Library menu. 


OPENING LIBRARIES 


When you start up Draw it again, Sam... no libraries are open. 
To open a library, select the Open Library command under the 
Library menu. A file dialog box appears and through it you can 
access any existing library. Once you have selected a library to 
open, the contents of that library are read in and the icons for the 
images are displayed on the screen. 


If another library that is already open before you select this com- 
mand, it is closed. Its icons are replaced in the library window by 
those of the newly opened one. During one editing session you 
can open any number of libraries in succession, even though you 
can have only one open at a time. 


In addition to having the icons for the library displayed in the 
library area, an alphabetized list of the image names appears under 
the Library menu. These names are associated with the images 
when the images are entered into the library. 
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Open Library... 
Create Library... 
Copy to Library... 
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PLACING LIBRARY IMAGES 


To place a specific image from the library, select the desired image 
by clicking its icon. You can use the scroll bars in the library area 
to look through all the images in the library. An alternate way to 
select an image is to choose the name of the image from the 
Library menu. 


Once you have selected the image, a “ring” tool appears—it looks 
a little like a donut. You can click this icon anywhere in the draw- 
ing pad and the image appears, centered on the click spot. It is 
drawn at full size, as it was entered into the library. If it is a draw- 
ing object, you can use the selection handles to reduce or enlarge 
it in size. 


Clicking a second time on the drawing pad produces another copy 
of the image you have selected (provided Keep Tool is active). 
You can also select another image or another tool. 


You can make any number of copies of images, move them from 
layer to layer. Once the images are on the pad, you can continue to 
move, edit, or do any other object manipulation function. Once 
placed, they are simple objects or bit-maps, and can be modified in 
any way that normal objects and bit-maps can be modified. 


CREATING NEW LIBRARIES 


Use the Create Library command to create a new library. A file 
dialog box appears and you can enter the unique new name for the 
library. When this library is created, you can open the new blank 
library from within the program. 










Library 


Open Library... 
Create Library... 


Copy to Library... 
Edit Library... 
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CREATING LIBRARY IMAGES 


To create library images to place in a library, you must work 
within the program. Import the image through the Scrapbook 
or otherwise create it in Draw it again, Sam... Then, with the 
desired library open, use the Copy to Library command under 
the Library menu to place the image in the library. A dialog 
box appears. 
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Item Name Item Name 





You are asked to create an icon for the image. You can either do it 
pixel by pixel by yourself, or you can have the program generate 
an approximate icon. This step is accomplished by selecting the 
Iconize Picture button. If the program generates the icon, you 
may find it necessary to clean up the image with the tools in the 
icon editor. You can touch up pixels one-by-one, or you can invert 
the pixels so that you get white on black rather than black on 
white. The Clear button allows you to start again. 


Item Name 


h 
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Open Library... 

Create Library... 
Copy to Library... 
Edit Library... 







Library 


Open Library... 
Create Library... 
Copy to Library... 
Edit Library... 
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You can use the scroll bars in the editor to center the icon in the 
window. The Invert buton can give you an idea of how the icon 
will look when selected. 


Remember that this icon is for the convenience of the library user; 
identifiability rather than precise detail is important. 


Icons are always displayed as black and white, whatever the color 
of the image or the capability of your monitor. 


Enter a unique name that will identify the icon. Again, this is 
for the convenience of the eventual user who selects it from the 
menu. Easy identifiability may be more important than an exact 
description. 


When you are satisfied with icon and name, select the Done but- 
ton. You can always return to modify icon or name with the Edit 
Library command. 


EDITING THE LIBRARY 


After you select the Edit Library command under the Library 
menu, you can modify the icon or name of any entry in the library, 
or delete it totally. Choose the Edit Library command under the 
Libraries menu. A dialog box appears, showing a list of all menu 
items and the correponding icons. Click on an icon to edit it. 

















Delete 


Send to End 


Replace Picture 


Library Edit 
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Man at Desk 
Lady 

Gent 

Woman's Head 
Man's Head 
Woman 


Man 


If you want to change the name of an image, select an icon. 
You may choose to work on the icon or change the name of the 
image or both. You do these steps as with the Copy to Library 
command. Deleting an icon is simple, too. Select the Delete 
button to remove the icon from the library. 


The Send to End button can be used to bring more frequently 
used items to the beginning of the library, making them more 


available for use. 


Using the Edit Library command, you can make either major 
or minor alterations to any item in any open library. 
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WHAT ARE LAYERS? 


One of the principal features of Draw it again, Sam... is the ability 
you have to create a drawing composed of up to ten layers. These 
layers are like separate transparencies that you can draw on, one 
laid over another. Depending on the mode characteristics of the 
objects on each layer, the higher-numbered layers are seen as 
above or in front of objects on lower-numbered layers. 


Of course, you do not have to use layers with Draw it again, 
Sam... You can treat it as a one-dimensional, one-layered drawing 
area, similar to those in other drawing programs. The availability 
of layers however gives you large advantages in terms of control 
and precision in your work. 


WHAT YOU CAN DO WITH LAYERS 


Layers can be used for a number of purposes, among them: 


¢ The ability to separate into layers actual representations 
of layered objects. Think of a floor plan that contains, in 
increasing complication, such things as wiring plans, 
plumbing, heating, furnishing, and so on. 


¢ The ability to work precisely with complex objects. Once 
a complex object is created, you can put it in a “safe” layer, 
where you cannot accidentally click on it, move it, and/or 
possibly re-arrange it. Meanwhile you can continue work 
on another layer. 


¢ The ability to create spot color separations, with elements 
for each color on a separate layer. You can then print these 
out, with registration marks, one layer at a time. 
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Duplicate 
Paste to Layer... 
send to Layer... 


Setup Layers... 





LAYERS AND STACKING 


The function performed by layering is similar to that performed 
by stacking. The forwardmost or topmost objects in both cases, 
have precedence in display and printing over the rearmost objects. 
The way in which the transfer modes discussed under the object 
attributes work is similar, too. You can, and may very well, 
combine both stacking and layering. 


The big difference is that layered objects are much more isolated 
from one another than those arranged by stacking. Objects within 
one layer can be saved or printed separately, without affecting any 
of the objects on other layers. In general, layering is a stronger 
form of separation than stacking. While you can move objects 
from one layer to another, this is a more complex process than 
simply moving to front or sending to back, the standard reshuffling 
that takes place in stacks of objects. 


CREATING LAYERS 


All drawings start with one layer, layer 1. To create new layers, 
use the Setup Layers command under the Edit menu. The dialog 
box that appears allows you to create a new layer. 


Layer Setup 
Legend 
WM visivie Layer 
| Grayed Layer 


- Add Layer 








The first time you choose this dialog, a small black square appears 
in the bottom left corner of the box, above the Exit button. This 
box is labelled 1. It is the current, base layer of the drawing. 


To create new layers, click on the Add Layer button. A new, 
black square labelled 2 appears. This indicates that yet another 
layer has been added to the drawing. You can add layer by layer 
until you get to the tenth layer, marked 10. 


Layer Setup 
Legend 
WF visible Layer 
| Grayed Layer 
I Framed Layer 
Invisible Layer 


Add Layer 





When you exit this dialog, you are sent to the last layer created or 
selected. If you exit without creating a new layer, you are returned 
to the layer you started at. 


You can add new layers at any time. Adding layers adds no 

new overhead to the file. Naturally, any objects you create in these 
layers adds to the size of the file, as it would in any other drawing 
program. You do not need to worry, on the other hand, that adding 
empty layers will slow down the program or inflate the size of 
your files. 


Once you have created layers, you cannot delete them, though you 
can, of course, delete the contents for any of those layers or move 
them to another layer. 
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Me visipie Layer 


LAYER TYPES 


As the Setup Layers dialog box indicates, you have a choice 
between four layer types. These controls change the way that you 
see objects on other layers displayed as you are working on the 
screen. They also affect the printed output from the drawing. 


To change the layer type, select any of the numbered layer boxes 
that you wish to change. When you click on the layer square in the 
dialog, that square will be highlighted—a box appears around it. 
Then click on the boxes under the legend to change the specific 
characteristics of that layer. 


Layer Setup 


Legend 
Be visible Layer 
= Grayed Layer 


PS] Framed Layer 
Invisible Layer 
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You can change the characteristics back and forth for each layer as 


-many times as you like. 


Visible 


All layers are visible by default. This characteristic is indicated 
in the Setup Layers dialog box by a black shading in the box. 
This means simply that the full contents of the layer will be seen 
by anyone working on the drawing, at any layer. 
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Invisible 


Invisible layers are marked in the dialog box as a square with a ae 
dotted outline. The objects in invisible layers will! print, but they at 
will not be seen by anyone on the screen as they are working on 

the drawing. One use of the invisible setting might be to reduce 

the distraction of a standard background for your drawing. 


Invisible Layer 





Grayed 


Grayed layers are displayed as gray in the dialog box. The objects 


: : Grayed Layer 
on these layers are displayed with a gray fill while you are work- 
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ge Framed Layer 


ing, not in black and white, nor in any pattern. This setting is 
meant to give a general idea of the shape and area of the objects, 
without showing their detail. Grayed layers are convenient for 
work on very complex drawings, since they reduce screen refresh 
time, while allowing you align with objects on other layers. 


Framed 


Framed layers are indicated by a solid outline in the dialog box, 
with a white, opaque fill. Objects on these layers are displayed 
only in outline, so that you see the frame as a black line only. Any 
fill or detail inside the objects is invisible. Like the grayed forms, 
this feature enhances screen update and, in a complex drawing, 
can make the objects on other layers easier to perceive and easier 
to separate one from the other. 





Note that when you move to a layer, it becomes fully visible. Only 
on layers other than the current one can you perceive these display 
characteristics. 
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MOVING BETWEEN LAYERS 


To move between layers, you can use two different techniques. 

You can use the Setup Layers command and click on the layer 

you want to move to. When you exit the dialog box, you return to 
this view in the end. You can also do the same thing and much | 
faster by holding down the Command key and then pressing the | 
number of the layer you wish to go to. For example, the sequence 
Command-3 gets you to the third layer, if any. If no layer by that 
number exists, you are not moved. (Command-0 gets you to the | 
tenth layer.) | | | 


UNDERSTANDING LAYERS 


Working with layers takes a little getting used to. You work on one | 
layer at a time, the layer indicated on the bottom left-hand corner | 
of the working area. While you may be able to see objects on 

other layers, you cannot immediately do anything to them. All 

menu commands and all mouse clicks affect only the objects on 

the current layer. Most tools work only on the current layer, except 

for the Information and the multiple layer selection tools. In 

general, you cannot modify objects on other layers than the one 

you are working on. 


Sometimes this can be frustrating. The biggest problem occurs 

after you have changed layers but forgotten exactly what you 

have done. It is a good idea to keep a clear idea in your mind of 

what is assigned to what layer. The use of grayed and framed | 

layers is also a help in this regard. The Information tool can be | 

helpful as well. | 
| 
| 
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Duplicate 
Paste to Layer... 
Send to Layer... 


Select All 


Setup Layers... 


setup Layers... 








SEND TO LAYER 


You can select one or more objects and move them to another layer 
by using the Send to Layer command under the Edit menu. A 
dialog appears, and you need to specify the target layer, the one to 
which you are sending the objects. The selected objects disappear 
from the current layer. This process is like a shortcut from cutting 
on one layer and pasting on another, but in at least one way better. 
You are guaranteed that the current alignment is preserved, so that 
the object is in the identical position on the other layer as it occu- 
pies in the current one. 


Select Target Layer Select Target Layer 


Enter target Enter target 





COPYING BETWEEN LAYERS 


You can likewise paste anything on the Clipboard to another layer 
by using the Paste to Layer command. The object or objects in 
the Clipboard are pasted to the layer you designate. 











SELECTING THROUGH LAYERS 


The multiple layer selection tool on the drawing tool palette allows 
you to select objects through multiple layers. Use it like a typical 
marquee selector, but realize that it can select any object through 
several layers. As a result, you can select a set of objects in the 
Same area and move them together, even though they are not on 
the same layer. 


The other drawing tool that can work through the layer barrier is 
the Information tool. You can select an object on another layer 
with this tool and see or even modify its attributes. 


Man at Desk 
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SAVING LAYERS 


You can save one or more layers as a separate file. Simply select 
the Save Layer As command under the File menu. In the dialog 
box that appears, the existing layers are displayed in full intensity, 
Choose the layer or layers that you want to save, then enter a name 
for the file in the file dialog box that appears. 












New 
Open 360 
Close 36 LU 
Save 36 § 
Save as... 
Save Layer as... 


ener atone ke 








The file format choice between D.I.A.S. and PICT files is here the 
same as the choice in the normal Save file dialog box. 








Print Layer... 
Page Setup... 
Change Pad Size... 
Setup Rulers... 


[J] Layer 1 C Layer 6 
[J Layer 2 (Layer ? 
[J Layer 3 Layer 8 


[]Layer 4 C Layer 9 
CL] Layer 5 C Layer 10 





PRINTING LAYERS 


In the same way, you can print any layer or combination of layers. 
Choose the Print Layer command under the File menu. A similar 
dialog box appears. Select the layer or layers you want to print by 
clicking on the boxes associated with active layers. 













New 
Open 360 
Close 36 LU 
Save do5 
Save as... 

Save Layer as... 


Change Pad Size... 
Setup Rulers... 


COS OS elec O ess Ole Ce ESOS 0200000082888 CSOSOT SO BEOTEDSHOS SEBS O92000008 















COLOR SEPARATIONS 


If you wish to make spot color separations, you can make good use 
of layers. Designate a layer for each individual color that you wish 
to use. Assign objects of the same color to the same layer. You 
can even have the frame for an object in one color on one layer, 
and create a fill for an identical object (with no visible frame) in 
the same position. 


Use the registration mark tool to create registration marks for the 
pages, one in each corner is a typical configuration. Then print the 
page layer by layer, one at a time. You may also want to print out 
a composite of the whole. 
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FILE MENU 


New 


The New command opens a new drawing window. The new file is 
called “Untitled” until it is saved by another name. You can begin 
to create a drawing on the new drawing window. You can open 
any number of new windows, subject only to the limits of memory. 









New 
Open 360) 
Close 36 LW 
Save 36S 
Save as... 

Save Layer as... 








Open 


The Open command allows you to open a named file that has al- 
ready been created. You can open files stored either in the Draw it 
again, Sam... native format or in PICT format. Using the Open 
command causes a standard file dialog box to appear. Select either 
format using the radio buttons in the dialog box, and you can see 
all files of that type in the dialog list box. Select the file that you 
wish to open and the contents of the file are displayed on the 
screen. 










Print Layer... 
Page Setup... 
Change Pad Size... 
Setup Rulers... 







As with the New command, you can open a number of documents 
of either format at one time, with memory size as the only limiting 
factor. 


Close 


The Close command allows you to remove a file from the screen 
display and to close it. If you have made changes to the file since 
last saving it, a dialog box appears, asking you if you want to save 
the changes. You can at this point choose either to save the 
changes, close without saving, or cancel the close operation. 
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New 
Open 36 0 
Close 36 LU 
Save 365 
Save as... 

Save Layer as... 


Print Layer... 
Page Setup... 
Change Pad Size... 
Setup Rulers... 










Using the Close command is equivalent to clicking on the close 
box in the file window. 


Save 


The Save command is normally called when you have a named file 
that you simply want to write to disk again. It is a good idea to | 
save regularly during a drawing session, so that in case of system 
failure, you do not lose too much work. 


It is also a good idea to save before starting any complex series of 
actions. If the results of those actions are unsatisfactory, you can 
close the file without saving changes, then reopen it. The file will 
be in the same state that you originally saved it as. 


If the file you want to save still has the default name “Untitled’’, 
you are asked to name it before saving it. The dialog box that 
appears is the same as the one for the Save As command. 


Save AS 


The Save As command works like the Save command: it allows 
you to write the file you are working on to disk. With the Save As 
command, however, it is assumed that you will give the file a new 
name. The file dialog box prompt you to enter a name, and you 
can change the folder or disk designation for the file as well. If 
you do not change the name or enter the name of an existing file, 
you are asked if you really want to replace the current file by that 
name. 


Save As is a useful command for creating copies of stages of the 
development process, as well as for making backup copies (for 
instance, on other disk drives) as you go along. 


save Layer As 


This command allows you to save one or more layers of your 











drawing as a separate file. A dialog appears, asking you to specify 
the layer or layers you wish to save in the new file. Saving the 
layer allows you to isolate the specific work that you are doing 

on one or several drawing layers from other elements in the draw- 
ing. Drawing objects and text that are on the selected layer or 
layers will be written to the file—any data on other levels is 
ignored. A standard file dialog box appears, asking you to 
designate a file name for saving. 


Print 


The Print command sends the current draw file to the currently 
selected printer. You select the printer by using the Chooser desk 
accessory that is under the Apple menu. When you select the 
Print command, you see the dialog box that is appropriate for that 
command. 


Print Layer 


Like the Print command, the Print Layer command sends work 
out to the currently chosen printer. First, a dialog box prompts 
you to select the layer or layers that you wish to print. Then, 

the standard Print dialog box for your currently chosen printer 
appears. Only the selected layers of the drawing, however, are 
sent. The Print Layer command is a good way to see what the 
elements of one layer look like in relation to each other. It is also 
useful for making spot color separations. 


Page Setup 


The Page Setup commands allows you to choose from a range of 
page options possible for the current printer. These options 
include size, orientation, scaling, and printing mode. You can 
change the Page Setup at any time, possibly affecting the position 
and fit of objects on the page. If you choose a new printer type, 
you may want to check the Page Setup dialog before proceeding 
further. | 
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Save as... 

Save Layer as... 







Print Layer... 
Page Setup... 
Change Pad Size... 
Setup Rulers... 
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Open 36.0 
Close 35 LU 
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Save as... 

Save Layer as... 









Print Layer... 
Page Setup... 
Change Pad Size... 
Setup Rulers... 
















Change Pad Size 


The Change Pad Size command lets you change the dimensions 
of the work area that you are drawing in. Calling this command 
lets you determine the dimensions of the work area, so that you 
can traverse more than one page in your work. This command 
allows you to choose the unit of measure by which you will dis- 
play and change the pad size. You can choose between inches, 
centimeters, points, picas, and engineering inches. 


If the pad size is greater than the page size that the printer can 
handle, it is allowed to extend across more than one page. 


setup Rulers 


The Setup Rulers command allows you to determine the units in 
which rulers are to measure if they are displayed. You can choose 
between inches, centimeters, points, picas, and engineering 
inches. In addition, the settings for the mouse window are deter- 
mined by your choices. 


The dialog box also allows you to enter the coordinates for the 
upper left hand corner of the pad. Normally, these are set as 0 
horizontal, O vertical. You can however, set them to any value, 
including negative ones. 


The Setup Rulers command does not cause the rulers to show on 
the screen. 


Quit 

The Quit command allows you to leave the program. All open 
windows are closed, along with all open files. For any files you 
have not saved since you last worked on them, a dialog box, ap- 
pears asking you to decide whether you want to save each of them 
before closing. : 
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THE EDIT MENU 


Undo 


The Undo command allows you undo an action that you have just 
accomplished or brought to an end with the last mouse click. For 
example, if you have just cut a text block, you can undo the cut 
and the text block remains where it was. 


If the Undo command is deactivated, it appears as greyed-out in 
the menu. No actions involving the File menu can be undone. 


Duplicate 
Paste to Layer... 
Cut Send to Layer... 


The Cut command lets you copy a selected object or objects to the 
Clipboard, while removing the selections from the current window. 
Previous contents of the Clipboard are replaced by the Cut com- 
mand. 





Setup Layers... 


You can cut a range of text by selecting the range (bringing it into 
reverse video), then using the Cut command. 


Copy 


The Copy command allows you to copy a selected object or ob- 
jects to the Clipboard. Unlike the Cut command, it does not 
remove the selections from the current drawing window. 


Text is copied into the Clipboard when you select a range of it and 
use the Copy command. 


Paste 


The Paste command allows you to place an object or objects from 
the Clipboard into the drawing window. Pasted objects are placed 
in the current layer of the current drawing. In other words, the 
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Duplicate 


Paste to Layer... 
Send to Layer... 


Setup Layers... 





center of the objects are placed at the center of the current window. 
You can paste the same object or objects any number of times. 
Pasting does not replace current selected objects on the drawing 
window. The newly pasted items are selected immediately after 
the command, so you can drag them to move them. 


With text, you must be in a text block. If you are at an insertion 
point in the text, the text is inserted into the current text block at 
that insertion point. If you have a range of text selected, the se- 
lected text is replaced with the text from the Clipboard. 


Clear 


The Clear command allows you to eliminate selected object, ob- 
jects, or range of text, with no copying into the Clipboard. The 
Clear command is the equivalent of the Backspace or Delete key 
on your keyboard. 


Duplicate 


Duplicate makes a copy of a selected object or objects at any 
offset from the original position. The duplicated objects have the 
same attributes as the originals, and are selected after the com- 
mand. You can change the default offset by using the Duplicate 
Offset command from the Options menu, or by dragging a newly 
duplicated object to a new offset. 


Paste to Layer 


Selecting the Paste to Layer command is like selecting the Paste 
command but with one difference—you can choose what layer of 
the drawing you want to send data to. After you enter this com- 
mand, a dialog box appears, asking you the layer you want to send 
to. You can enter the number of the target layer you want to paste 
to. The pasted objects from the Clipboard are —— in front of 
all objects on the selected layer. | 
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Send to Layer 


This command allows you to send that saved object or objects to 
another layer. A dialog box appears asking you to select the desti- 
nation layer. The objects are stacked above all the objects in the se- 
lected layer. 


Select All 


The Select All command allows you to select all objects in the 
current layer of the drawing. Selection handles appear about all ob- 
jects in the drawing. 

Duplicate 

Paste to Layer... 
setup Layers Send to Layer... 


This command allows you create new layers for your drawing, 
and modify the properties of the ones that already exists. After 
you enter this command, a dialog box appears giving you the 
number and characteristics of the currently existing layers. 

You are allowed to modify the existing layers as you wish. The 
characteristics of the layers is discussed in detail in the chapter 
on that topic. 





setup Layers... 


LIBRARY MENU 









ee ea mace! 
Open Library... 
Open Library Create Library... 






COCOCOTSOOTESSOSHCOOOSETFOTCEODOOSETSHTGHONSEOES OSESEAEEOLCESGeD 


Copy to Library... 
Edit Library... 


The Open Library command allows you to open up an exiting 
library of images and to have the images from that library avail- 
able in the library area at the bottom of the screen After you 





{ 
| 
| 
| 
} 
| 
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Library 


Open Library... 
Create Library... 
Copy to Library... 
Edit Library... 







select this command, a file dialog box appears, asking you to select 
a library. After you select a library, any currently open library is 


closed and the new library is loaded and made ready. You can 


scroll through the contents of that library in the library area of your 
screen. 


Create Library 


This command allows you to create a new library file. A file 
dialog box appears, asking you to name and place the library in a 
specific folder. The library is initially empty, but you can place 
objects in the library with the Copy to Library command. 


There is no limit to the number of libraries you can create. 


Copy To Library 


The Copy to Library command allows you to copy a selected 
object or objects to a library to form a library image. A dialog box 
appears, allowing you to create an icon for the library. The tech- 
nique of setting up libraries is discussed in the chapter on libraries. 


Edit Library 


This command allows you to alter or delete an image from an ex- 
isting library. You can either cut the image in entirely, change its 
position in the library, replace the image, or change the icon repre- 
senting it. These techniques are discussed at greater length in the 
Library chapter. 
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THE OBJECTS MENU 
ee a eee see a eee aes | 
Group Objects 


The Group Objects command allows you to select a collection of 
objects including bitmaps and text blocks and combine them into a 





group. Grouped objects move, rotate, and otherwise behave as i cla L__. 

° u $ 
one, at least until they are ungrouped. You can group more than lagvoun Giaevie 
one collection of objects, and make up groups of grouped objects cee ae 
as well. Rotate Counter-Clockwise 

Flip Horizontal 
Flip Vertical 
Send to Back 
° Bring to Front 
Ungroup Objects MoueOR peste: 
The Ungroup Objects command allows you to reverse the work Lock Objects 
of the Group Objects command. The Ungroup command frees aa ae 
the objects, so they are allowed to behave as separate component Smaath Pelygen 
: : Ga- Smooth Polygon 
parts. Note that when objects are ungrouped, they are still all 
selected. 


Rotate Clockwise 


The Rotate Clockwise command allows you to rotate an object or 
a group of objects around its center by 90° to the right, in other 
words, to do a quarter turn around. 


Rotate Counter-Clockwise 


This command is the same as the previous one, except in the oppo- 
site direction. | 


Flip Horizontal 


The Flip Horizontal command causes any currently selected | 
object to be flipped horizontally, from left to right. | 








APPENDIX A 


Objects 
Group Objects 
Ungroup Objects 


Rotate Clockwise 

Rotate Counter-Clockwise 
Flip Horizontal 

Flip Vertical 


Send to Back 


Bring to Front 
Move Objects... 


eee es cooor ence, SoSes oe reaver coversconorss evens snoes es snes ssscoossscoees see: 


Lock Objects 
Un-Lock Objects 


Reshane Polugan 
Synaaih Poalygon 
Ua- Smooth Potyugon 





Flip Vertical 


The Flip Vertical command causes any currently selected object to 
be flipped vertically. The flipping takes place from top to bottom. 


send to Back 


This command sends any selected object to the bottom of the 
stacking order on the current layer. This command, combined, 
with Bring to Front, is how you re-sort the stacking order of the 
objects on any layer. : 


Bring to Front 


The Bring to Front commands sends any selected object to the top 
of the stacking order on the current layer. 


Move Objects 


When you select the Move Objects command, a dialog box 
appears, requesting both horizontal and vertical offsets in current 
scale units. After you enter values (either positive or negative) 
and select OK, the selected objects are then moved that direction 
the desired number of units. 


Lock Objects 


The Lock Objects command locks (freezes) any selected object in 
place on the drawing pad. The locked object cannot be affected in 
any way (edited, repositioned, or resized) until it is released. 


Un-lock Objects 


The Un-lock Objects command unlocks or unfreezes any selected 
object that is locked. Unlocked objects can be manipulated in the 
normal way. 











Reshape Polygon 


The Reshape Polygon command allows you access to the vertex 
handles of the polygon or freeform you have created. Pull on the 
small square handles to manipulate the shape. 


smooth Polygon 


The Smooth Polygon command allows you smooth the edges of a 


polygon or freeform you have created. You can set, in the dialog 
box, a smoothing factor from 1 to 10. Access the dialog box by 
double-clicking on the Polygon tool. 


Un-Smooth Polygon 


The Un-Smooth Polygon command returns a polygon or freeform 


to its original, unsmoothed state. 


THE OPTIONS WINDOW 





Zoom In 


The Zoom In command allows you to magnify the images on the 
screen. A box-shaped cursor appears allowing you to choose the 
area of the screen you want to zoom in to. Each time you zoom 
in, the screen is magnified times two. You can zoom up to five 
times for a magnification of 32 times the normal view. 


Zoom Out 


The Zoom Out command lets you reduce the size of the images 


on the screen, getting a look at a larger section of the drawing pad. 


Each zoom out is at half the magnification of the current view. 
You can zoom out up to a factor of one thirty-second of the 
normal view. 
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APPENDIX A 


124 










ena 
coom In 
coom Out 
Shrink to Fit 
Actual Size 
Hide Rulers 
“Mouse Window 3%M 
Keep Tool aek 
Single Paint Object 
Set Grids... 
Duplicate Offsets... 












Shrink to Fit 


The Shrink to Fit command displays the whole of the drawing 
pad for the current file on the screen. The pad is proportionally 
fitted to the size of the window. This view enables you to see all 
the objects of the drawing and their relationship one with another. 


Actual Size 


The Actual Size command allows you to see the objects and text 
in the image at their true size. This is the default view that you 
start out with in any new window. The Actual Size makes it easy 
for you to return to that original view scale at any time. 


Show Rulers/ Hide Rulers 


The Show Rulers commands allows you to toggle on an off the 
display of the rulers. The rulers are of use in creating drawings 
with alignment to specific measures. If the rulers are currently 
displayed, then the Hide Rulers command is available on the 
menu. If the rulers are not currently displayed, then Show Rulers 
is the menu choice. 


Mouse Window 


The Mouse Window command toggles the mouse window display 
on and off. The mouse window shows in precise measurements (in 
keeping with the established ruler increments you have set) the 
current position of the mouse and the characteristics of the object 
that you are creating with the mouse. Use of the mouse window is 
helpful in determining the size and orientation of objects as you 
create, resize, or move them. The contents of this window are ex- 
plained in the Work Area chapter. 











Keep Tool 


The Keep Tool command lets you specify the behavior of tools in 
the session. If Keep Tool is on, then you continue to have a 
drawing tool until you select another. If Keep Tool is off, you are 
returned automatically to the pointer tool after you use any other 
drawing tool once. 


single Paint Object / Multiple Paint Objects 


This command sets the behavior of the paint mode. If Single 
Paint Object is chosen, only one paint object per layer is created, 
at the bottom of the stacking order. If Multiple Paint Objects is 
chosen, any number of independent paint objects can be created 
and manipulated, stacked, and moved like other draw objects. 


Set Grids 


The Set Grids command allows you to set the horizontal and verti- 
cal grid spacing, and to toggle and off both grid display and grid 
snap. The default spacing is 10 and 10, where grid lines are set at 
ten pixels or points in each orientation. You can change these grid 
positions and the grid scale. 


You can also set snap to X or Y or both axes. 


Duplicate Offsets 


The Duplicate Offsets command allows you to set the offset from 
the original when you use the duplicate command. You can enter 
both horizontal and vertical values in points, and you can use 
either positive or negative numbers. 
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TEXT MENU 


Font 


The Font submenu allows you to set the font of any text to en- 










nt » tered. Any font installed on your system file can be used. Be 
a » careful about changing systems. Some of the fonts you have 
Style oe » chosen on one system may not be available on another 
Justification >} 

Mode > 

Color > | The default font is the system default, namely Geneva. 





Size 

The Size submenu allows you to specify the point size of any text 
you have. A set of default sizes are given, from 9 to 36 points. 
The sizes in outline type are available screen fonts. This may be a 
factor especially if you are printing on an ImageWriter. If you are 
printing on a LaserWriter, almost any size is supported for all 
LaserWriter fonts, and scaled proportionally. 


36 point 
Custom 





If the font size you desire is not on the menu, select the Custom 
menu item, and enter in a font size between 4 and 127 to specify a 
special font size. Font sizes above 127 are not supported. 


style 


The Style submenu offers the usual list of Macintosh style types. 
As with most Style menus, all the styles except Plain are toggles, 













ee that is, they can be used in combination and selecting them toggles 
/Plain PTE Style = them on or off independently. On the other hand, selecting Plain 
ace |COtlunde | Style for a range of text turns off all other style types. 
Underline 3#U |Color > 


Outline 
Shadow 





Plain is, of course, the default text style. 
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Justification 
There are four types of justification: Left, Right, and Center. Left 
is the default, and most normal text is left-justified. Centered text 


is particularly useful for titles. Right justified text is often used in 
lists of numbers or for effects. 













Right Justify |Mode 
Center 


Mode 


With text, the Mode command allows you to define the mode of 
the text block relative to the fill in the text box background. 





Size 
Style 
Justification 











Modes are discussed more fully in the Text chapter. Opaque 


Clear 
Invert 
Erase 





Color 


You can select any of eight colors for a range of text. The default 
color is black. If you do not have a color monitor, you will not be 
able to see the assigned color. They will, however, print out on a 
color printer. 


Font 
Size 
Style 

Justification 
Mode 
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THE FRAME MENU 





Thickness 


Pattern 


The Pattern submenu allows you to choose 
from among a set of 65 patterns for designating 
the border for your object. You select a pattern 
by releasing the mouse button when you are 
over the desired pattern in the submenu. Note 
that there is a difference between the “white” 
(opaque, no color) and None (transparent, 

no color). 
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file 
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Mode R > 

Thickness > 
Reset 









Frame 


Pattern > 
Color > 
Opaque yor: a 








Thickness & > 
Reset 






Clear 
Invert 
Erase 


ately) 














Pattern a 
Color bb 
Mode pb 


None Thickness > 
Hair line |Reset 
One 
Two 
Three 
Four 
Five 
Custom 




















Color 


As with text, you can select any of eight colors for the border. 

The default color is black. If you do not have a color monitor, you 
will not be able to see the assigned color. The color will, however, 
print out on a color printer. 


Mode 


The Mode submenu allows you to set the drawing mode of the 
object border. You have four choices: Opaque (the default), Clear, 
Invert, and Erase. The mode of a pattern determines the way in 
which it interacts with other objects below (behind) it. The defini- 
tions of these modes is presented in the Creating Objects chapter. 


Thickness 


The border thickness in pixels is determined with this command. 
A selection of “None” means that the object has no frame, only fill 
with no border line. Other choices range from one to five pixels in 
width. The Custom choice allows you to specify a larger width, 
by entering a number from 6 to 99 in the dialog box that appears. 


Reset 


This command lets you revert to default frame settings. 





Pattern > 
Color ie 
> 
> 







Mode 
Thickness 
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FILL MENU 


Pattern 


The Pattern submenu allows you to choose from among a set of 
65 patterns for designating the fill for your object. The Pattern 
submenu allows you to choose from among a set of 65 patterns for 
designating the border for your object. You select a pattern by 
releasing the mouse button when you are over the desired pattern 
in the submenu. Note that there is a difference between the white 
(opaque, no color) and None (transparent, no color). 








Color 


As with frame, you can select any 
of eight colors for the fill. The 
default color is white, opaque. If 
you do not have a color monitor, 
you will not be able to see the 
assigned color. The color will, 
however, print out on a color 
printer. 





p 
Color i 


Mode F > 
Reset 


aL 


Pattern > 
Color a 
e 


Opaque Batu: 


Clear [Reset ® | 


Invert 
Erase 


Mode 


The Mode submenu allows you to 
set the drawing mode of the object 
fill. You have four choices: opaque 
(the default), Clear, Invert, and 
Erase. The mode of a pattern 
determines the way in which it 
interacts with other objects below 
(behind) it. 




















Pattern 
Color lp 
Mode 


Reset 


This command lets you revert to 
default fill settings. 
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lf there is no paint object under the 
cursor when the mouse is clicked: 





APPENDIX B 
MULTIPLE PAINT OBJECTS 


A new paint object is created 
centered around the click point on 
top of all other objects. 





If a paint object is the first object 
under the cursor when the mouse 
is clicked and characteristics 
(color and mode) match: 


Painting resumes on that paint | 
object. 





If a paint object is the first object 
under the cursor when the mouse 
is clicked and characteristics 
(color and mode) don't match: 


A new paint object is created on 
top of all others, centered on the 
click position. 
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Regular (draw) object is over A new paint object is created, 
paint object: centered around the mouse 
on top of all other objects. 





Several paint objects are The program paints on the | | 

under the click point: top-most paint object that has | 
matching characteristics 
(color, mode). 


Holding the Command Key down when using a paint tool, causes the paint 
to go to the topmost paint object underneath where the mouse is clicked. 

This will let you paint under draw objects that are on top of the paint object 
you are clicking on. 


Paint shapes follow the same rules. The initial mouse click determ,ines which ee 
paint object the shape will be added to. 
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Frame menu 
Text menu 
modes 
modes 
and PostScript 
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mouse window 
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Paste command 
Paste to Layer command 
pasting text 
pattern 

fill 

frame 

selecting a 
Pattern command 

Fill menu 

Frame menu 
pencil 
PICT 

file format 
pinning objects 
pixel 

editing with pencil 
plain style 
point size 
polygon 
polygons 

paint 

reshaping 

smoothing 

unsmoothing 
pop-up menus 
PostScript 
pouring paint 
Print command 
Print Layer command 
printer 

problems 
printers 

alternative 
printing 

bit-maps 
program icon 


69 
74 


70 
70 


70 
70 


69 

45 

46 

69 

45 

45 

117 

108, 118 
88 


23 
33 
33 


129 
127 
76 


5 
62 


76 
91 
91 
46 


69 

64 

65 

65 

7 

14 

da 

115 
110, 115 


14 


15 
14 
11 

1 








INDEX 
: Rotate Clockwise command 58, 121 
oy. Rotate Counter-Clockwise 
command 58, 121 
QuickDraw 14 as arc 57 
and text modes 93 objects 58 
colors 34 paint objects 79 
modes 35 Rounded Rectangles dialog 41,42 
Quit command 116 rounded rectangle 4] 
paint 69 
rounded square 42 
3 ruler co-ordinates 25 
ruler reference lines 25 
ruler scales 25 
radii 
rounded rectangles 41 
random spray can output 74 
range of text 87 . 
rearrange 
stacking order 63 Save command 114 
rectangle — 40 Save as command 114 
- paint 69 and multiple windows 8 
redrawing Save 
text 89 dialog boxes 3 
the current screen 31 Save Layer As command 110, 114 
reference lines saving a file 2 
rulers 25 scale 
registration mark 48 for mouse window 30 
and layers 111 scales 
_ moving y and rulers 25 
releasing objects 62 scratch work 2 
replacing text 88 screen magnification 27 
Reset command scroll bars 22 
Fill menu 129 Select All command 13,149 
Frame menu 128 selecting objects I] 
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Text menu 
text 
and object area 
text bit-mapped 
bit-maps 
color 
creating 
editing 
font 
inserting 
justification 
mode 
objects 
pasting 
redrawing 
replacing 
selecting 
SIzZe 
style 
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changing 
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length 
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text box 
creating 
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text editing 
and Backspace key 
text editing mode 
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text modes 
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toggle 
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tools 
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Un-Lock Objects command 
Un-Smooth Polygon command 
Undo command 

Ungroup Objects command 
ungrouping objects 

unlocking objects 

unsmoothing polygons 
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vertical line 
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